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BEND YOUR EARTOWARD 
AXE OF THE BLOOD GOD 


DON’T BE FRIGHTENED! Yes, | know that title sounds like it’s the name of a hardcore metal band — or at least some unspeakable 
cleaver wielded by a demonic executioner — but "Axe of the Blood God" is actually a podcast! It’s an eye-catching name for an ear- 
pleasing show that’s all about RPGs. 


This issue of NF is ushering us into a fairly RPG-heavy season through the end of 2019 and even extending into 2020, as Fire 
Emblem: Three Houses is just one of several high-profile role-playing adventures on the schedule for the Switch. It'll command our 
attention until it gives way to Dragon Quest XI S: Echoes of an Elusive Age — Definitive Edition in September, then Pokémon Sword 
& Shield will claim the spotlight in November, and Square Enix's just-announced remake of Trials of Mana is promised for early next 
year. And really, the parade will get started even earlier with Marvel Ultimate Alliance 3: The Black Order, which is a role-playing 
quest masquerading as an action game! 


So, with so many RPGs to sort through in the near future, I felt it only appropriate to refer you to the experts. Axe of the Blood 
God is a weekly podcast created by the excellent team at USGamer. Hosted by the site's Editor-in-Chief, Kat Bailey (who has some 
serious opinions about Pokémon, people), Axe episodes also feature NF's own Nadia Oxford, blessing the world with her vast wealth 
of RPG knowledge for an hour every seven days. Other USGamer team members jump in too, but the core duo is Kat and Nadia, 
meeting up for a chat on all things role-playing on a regular basis . . . and being kind enough to let us listen in! 


Axe of the Blood God has been active for years, and there are now over 200 individual episodes available through just about 
every podcast service you could think of. So tune in, get informed and watch out for cursed ancient weapons! — LUCAS 


uSGamer.net/podcast 
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INBOX 


SCHOOLS IN SESSION 


Welcome to the 40th issue of Nintendo Force! It's the 
latest major milestone for our magazine as we roll on 
through our seventh calendar year of keeping the legacy 
of Nintendo game coverage alive in print form. And it's 
all thanks to you, our readers! Without your support and 
your patronage, we never could have come so far. Thank 
you! 

The timing of hitting this mark lines up so well with the 
territory we were in when we first began that we just 
had to make this edition a callback, of sorts, to our first. 
If you'll recall, way back in January 2013, the first-ever 
issue of NF put Fire Emblem Awakening on its front 
cover. The FE series hasn't been back in our spotlight 
since then, but we're coming full-circle now with Fire 
Emblem: Three Houses stepping up for this edition! 

But though the games are just about six and a half 
years apart from one another and both a part of the 
same series, Awakening and Three Houses are separated 
from each other quite a bit in theme, presentation and 
gameplay. Awakening was primarily a 2D adventure, 
with just quick scenes showing off 3D models of its 
heroes and villains; Three Houses is the fully 3D return 
of the brand to TV screens. Awakening was traditional in 
most respects when it came to gameplay; Three Houses 
throws in tons of new wrinkles and layers and kicks old 
staple elements of the series to the curb. And most 
prominently in focus for us here in this issue, the setting: 
Awakening was chiefly a time-travel tale, whereas Three 
Houses is all about going to school! 

Huh? A school? In a Fire Emblem game? It's a unique 
new approach for sure, and such a surprising one that it 
captured our attention for more detailed evaluation in 
this NF edition. So this is "Getting Schooled!" Even 
though it's summer break for most of our readers, we're 
torturously reminding you all about grand institutions of 
education all throughout the pages ahead. See how 
many references to schools, teachers and students you 
can find as you flip through — it's a more common thread 
in gaming than you might have realized! 

And then pay special attention to our central feature, 
"Fire Emblem: An Introductory Course." We're pleased to 
welcome the hero of Three Houses and newest professor 
at the Officer's Academy, Byleth, as a guest writer! He 
will give you a tour of the Fire Emblem series and get you 
prepared to play it for the first time (if you're new), or 
help you brush up (if you're not). 

Now, to knowledge! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


ISSUE #39: 
MAY/JUNE 2019 


LETTERS 


My first experience with Fire Emblem 
came from Smash, as it was for many of 
us in the West. When I heard about 
Awakening, I thought it looked good, so 
I decided to get it. | am so glad I did, 
because | fell in love with its characters 
and story! It quickly became my favorite 
game of all time. I have since played 
Fates, Shadow Dragon (the DS remake 
of the first game) and Blazing Blade 
(the first one to come to America) and 
have highly enjoyed all of them (even if 
Merric keeps dying no matter what 
strategy І use). 

If | got to put another FE character in 
Smash, | would pick someone who is 
recognizable to anyone who has played 
any game in the series: Anna. Besides 
being my favorite character in the 
series, I think she would bring so many 
cool possibilities! In her recent playable 
appearances she uses bows, so she 
could have that as her standard attack 
(sort of like Mega Man's buster). As a 
merchant, she has access to all kinds of 
weapons that could be used in her 
Specials and Smash attacks. Her Final 
Smash could be based on her Warriors 
victory animation where she gets a 
treasure and is chased around by other 
Annas. Just imagine a Yoshi-style 
trample cutscene, but with a ton of 
Annas! 

Гат super excited for Three Houses 
— | think it's looking amazing! In fact, I 
have already preordered the Special 
Edition version! — LUCAS POTTER 


I have never played a Fire Emblem 
game — mostly I’ve never heard of it 
until І read NF Magazine. — BEN 


The Super Mario Maker series claimed 
its second NF cover spot last time, as 
we mentally prepared to leap back 
into the crazy world of custom course 
creation. Our future-looking Player's 
Poll questions had their sights set on 
this Fire Emblem-themed edition, 
though, so we asked for your thoughts 
on the following topics! First, we 
wanted to know about your personal 
history with Fire Emblem games — 
whether or not you've played them 
before, and if so, which one was your 
first? Then we asked you to step into 
Sakurai's shoes and add yet another 
FE series character to Smash. (There 
аге too many already, but if you had to 
choose another, who would it be?) And 
we wrapped things up with a hype 
check, asking how excited you are 
about Three Houses. Are you planning 
to buy it, or will it get a skip from you? 
Here's what you had to say! 


My personal history started with playing 
the very first one (technically 7 | guess) 
on the GBA when it first came out. | was 
hooked pretty immediately to the 
tactical style of combat and that feeling 
of "OMGOMGOMGOMG" when you 
thought you played it safe and it turned 
out the enemy had just enough range to 
reach a character and you were praying 
they didn't die. Once I first discovered 
every death meant they stayed dead, it 
became the game of "Welp, guess the 
only way I’m going to complete this 
game is with the perfect run." Just so 
much resetting. After that | got every 
version, even every Special Edition now. 
I've completed most of the games — 
never beat a couple, but | always hope 
to go back once I have the time and 
finally beat them. Plus I've always 
wanted to try an actual run where I just 
keep going after any of my characters 
die and see how far I can make it! 

— ROBERT BUSK 


I have no history with the Fire Emblem 
series, actually. | think my first encoun- 
ter with the name was the iOS app that 
looked very fun and interesting, and 
because it was an app made by 
Nintendo ! decided to give it a try. 

I've hear friends mention wanting 
Hector not as just a spirit in Smash, so 
let's go with that. And I'm very inter- 
ested in the new installment and story- 
line; | am planning to buy. — JSON 
Interesting to hear from someone 
whose first experience with the 
series was the mobile app. I guess it 
did its job of encouraging you to 
check out the main games! 


My first Fire Emblem was Fates. I bought both games for myself and my girlfriend and 
we played them on our own, traded when we were done, then each bought Revelation. 
It was romantic in our own nerdy way, and now we're engaged and talking about Three 
Houses while also house-hunting! 

| would add Leo from Fates into Smash, and demand he stay on his horse. 

I am so excited for Three Houses that | was heartbroken when | missed preordering 
the Special Edition . . . just to get excited all over again when they went back up! Now 
I'm going to play this game in style! — JOHN KNUDSEN 
Now, see, this was the kind of Smash character selection I was really hoping to 
see someone suggest. We need a mounted fighter! Be it a common horse or a 
pegasus, a wyvern or a dragon, I'd love to see a Smash warrior who rides into 
battle atop a trusty steed. As for demanding that he stay on his horse, though? I 
think the opposite would be more fun: The mounted fighter should be able to be 
forced off the animal, in which case he or she would lose a lot of their fighting 


Ё x | NE - и ability and power. Like when Popo loses his partner Nana! (Just make 


| 
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I've only played FE7 and Sacred Stones; Sacred 
Stones being my first game. | absolutely loved both 
games. | definitely would have played the other ones 
if | had a DS. I’m super hyped for the series to be on 
the Switch! 

I'd definitely add Lyn. She's just a classic charac- 
ter and you can't go wrong with her. І haven't played 
any of the more recent games, so | can sympathize 
with everyone who says there's too many Fire 
Emblem characters. But with that said, I'd love for 
more classic characters to be included. 

I have to admit, | was initially kinda disappointed 
with the reveal of Three Houses. Honestly, the struc- 
ture of the game just doesn't seem interesting to 
me. I look forward to seeing more trailers and 
learning more in the future. But regardless of how 
good it looks, ІЛІ be buying it anyway. I’ve got a soft 
spot for strategy games, and I'm not going to let my 
initial reaction get in the way of me and a good 
time! — MATTHEW MOODY 


I started with Fire Emblem Awakening when I caught 
a nasty cold and had to stay in bed. The game blew 
me away - the heroes, tight tactics and quest for 
good all blended together perfectly for a great 
gaming experience. Since then I’ve beaten all the 
3DS games and made a miniature shrine containing 
all the Fire Emblem amiibos. 

First, there can never be too many Fire Emblem 
fighters in Smash... . but it might be a tiny bit true 
that there are a large number of sword users. My 
first response on who to add to Smash would be Tiki, 
but as she is already an Assist Trophy, the spot 
would go to my girl Anna. She's a staple Fire 
Emblem character who could use an axe and have 
attacks based on making money. Think of her as a 
cute version of Wario! 

Fire Emblem: Three Houses has been my most 
anticipated game of 2019 ever since its announce- 
ment. I'm excited to see what Intelligent Systems is 
going to introduce. The big mechanic for this game 


seems to be picking one of three Houses to ally with, 
and I'm wondering how the game and story will 
change depending on which House you pick. This is a 
definite must-buy! - LEMONCLOUD 


If | could add just ONE more Fire Emblem character 
to Smash, it'd be Anna. Anna has a long history 
throughout the series and doesn't need to represent 
one specific game. She has multiple different 
weapons she could use, like a sword or bow, which 
would make for a varied moveset. Plus she has a 
really fun and charming personality, which would be 
a nice contrast to the mostly stoic heroes in the 
current Smash cast. Imagine her Final Smash: sum- 
moning in all her sisters to attack the opponent! 

— DAVID FLEMING 

We got quite a few Anna suggestions! I think she 
might have the most popular support! 


Like 98% of the current English-speaking fan- 
base, my first Fire Emblem was Awakening. 
Anna is Best Girl. | played all three Fates 
games to the end credits, hated most of 

it, and then thought Echoes had the 

best production value of any Nintendo 
game ever. (Take that, Breath of the 

Wild!) І have spent too much money 

on Fire Emblem Heroes. And Anna 

for Smash. Because series mascot, 

and also Best Girl! - ZACHARY 
CZARNECKI 

See? Anna getting those votes. 


I'm up for Three Houses. My house of 
choice is The Golden Deer, probably. 

Deer are awesome. Yellow is swellow. 

But black, hmm! Maybe The Black 

Eagles. Or even The Blue Lions, true 

blue! Arglebargle. Certainly gonna do a 
bit of research before | make my decision! 
— QUINN D. 


sure you don't lose your partner, John. Happy engagement!) 


DON'T ANGER 


THE OX ; 


Dear Ox, 

Surely you have encountered the greatest of 
all Pokémon, Spewpa, in your Smash Bros. 
battles by now. As a Pokémon that can be hit 
nonstop and never die — even when hit with 
things such as Bayonetta's Final Smash, Deoxys' 
laser or any stage hazard — do you think Spewpa 
is hiding something that makes it able to take 
infinite damage? Could it be Sandbag's long-lost 
brother? - SEAFOAM GAMING 
I think it just knows to leave right before its 
hit points run out. 


САП FOR SUBMISSIONS! 


By the time print copies of this NF issue land in our subscribers’ hands, many of you will already be fully 
immersed in the work of making all-new and totally original Mario levels through Super Mario Maker 2! 
So, we wanna see what you got! Come up with the craftiest, craziest obstacle course of insanity you can 
imagine, upload it to Nintendo’s servers and then send us the Course ID so we can play it! (Bonus points 
if you hide a little "NF" somewhere in the level, perhaps made out of bricks.) To keep things streamlined 
and easy, you can send us your Course IDs using the same email address as the Player’s Poll below: 
That’s PlayersPoll@NFMagazine.com. Then check our next issue to see if we highlight your work! 


THE PLAYER’S POLL 


Congratulations to LemonCloud, the winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around the questions are similar to 
last time... they're just targeting the Dragon Quest series instead of Fire Emblem! 


QUESTION #1 QUESTION #2 QUESTION #3 


What’s your personal history Were you excited to see Hype check! Regarding the new 
with the Dragon Quest series? "The Hero" from Dragon Dragon Quest XI S in particular 
Have you played it before? If so, Quest as the second DLC — are you looking forward to it? 
which game was your first? Smash Bros. fighter? Or Planning to buy it? Or will you 
If not, why not? were you confused? give it a pass? 


Email your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #41" - this time, one reader whose answers are picked 
for print will win a brand-new copy of Dragon Quest XI S! 


COMIC BREA 
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DIVIDING AND CONQUERING АТ ЕЗ! 


Nintendo dominated the 2019 Electronic Entertainment Expo with a multi-pronged attack. 


EVERYONE ALWAYS HAS their own 
idea about who "won" ЕЗ. It’s an 
annual debate that gamers have 
amongst themselves, always kicking 
off immediately after Nintendo’s 
yearly Direct presentation (because 
Nintendo always goes last out of all 
the big companies). And, understand- 
ably, each gamer’s personal opinion is 
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heavily influenced by their prefer- 
ences — a diehard Xbox fanboy is 
going to defend their brand of choice 
above all others (most of the time); a 
PC gaming devotee is not likely to give 
their vote to one of the console manu- 
facturers. 

But, even given all that, | think 
many gamers across the spectrum of 


fandoms would be willing to call ЕЗ 
2019 in favor of Nintendo. 

For one, Sony didn’t attend the 
Expo this year — there was no official 
PlayStation first-party presence at all, 
and no press conference to critique or 
applaud. So Sony didn’t win. 

Microsoft built up a lot of hype for 
the reveal of their next-gen console, 


Project Scarlett, but then didn’t show 
the device — they just ran an extended 
collage of interview clips with their 
engineering team talking about how 
awesome it’s going to be when it does 
eventually make its debut. Yawn. 

Bethesda, Ubisoft, the PC showcase 
... everything was fine. But nothing 
really stood out. 


| will give credit to Square Enix, 
though - іп a year plagued by tons of 
"all CGI, no gameplay" hype trailers, 
they actually stepped up with a great 
presentation of their upcoming Final 
Fantasy VII Remake, complete with a 
detailed breakdown of its unique new 
combat system. That game, sadly, is a 
PlayStation exclusive set to launch 
next year — but Square Enix’s support 
of Nintendo has been so strong lately 
that | think, eventually, a port will 
appear оп а future Nintendo platform. 

With all the other presentations 
having taken their best shot at an E3 
"win," it all came down to Nintendo. 
And, even taking my personal bias into 
account, I really do think they scored a 
victory this year! The dynamic Direct 
was bookended by two incredible 
Smash roster reveals: The Hero from 
the Dragon Quest series (which sent 
fans in Japan into fits of hysteria), and 
Banjo & Kazooie (which had a similar 
shock effect on players in the West). 
While there were not a lot of brand- 
new game unveilings thanks to the 
fact that Nintendo had already pulled 
the curtain back on most everything 
set for the second half of 2019, the 
event did close out with a major one: 
an all-new direct sequel to The Legend 
of Zelda: Breath of the Wild! Aaaaahh!! 

The Big N's physical presence on 
the show floor was superb as always, 
too, as they took a divided approach 
and themed one portion of the space 
around Pokemon Sword & Shield, 
while another area was decorated in 
the spooktacular trappings of Luigi’s 
Mansion 3. Scenes from the new Link’s 
Awakening remake, meanwhile, were 
presented to showgoers in the form of 
adorable physical diorama displays! 
(Where do those go after E3 is over? | 
want one of them for my living room! 
ІЛІ pay cash, Mr. Bowser!) 


Finally, Nintendo knows the mar- 
keting power of shareable selfies, so 
areas where you could snap a shot 
with Luigi, Gooigi, Grookey, Sobble and 
Scorbunny were all available. Kit Ellis 
appears to be firmly declared as a 
member of the #SobbleSquad! 

Allin all, another great year for 
Nintendo. And I do think that's not just 
my opinion, either! 


There's just no better way 
to immerse yourself in 
the World of Nintendo 
than attending E3 in 
person and walking 
straight into the Galar 
region's Water-type 
Gym, or Luigi's haunted 
halls. Not until the 
Nintendo theme park 
opens its doors, at least! 
(| wonder how that’s 
coming along right now?) 


- LUCAS 


А TRIO OF TOURNEYS 


Smash, Splatoon and Mario Maker all got events! 


NINTENDO MAY KEEP us waiting until after all the other companies 
have taken their turns to hear all the new Big N announcements each 
year, but our favorite game company is also regularly kicking off the 
spectacle of E3 annually too, with big pre-show tournaments! 

This year we got a three-in-one mega event that took place on the 
Saturday preceding the opening of the Expo's doors. First up was a 
small invitational tourney to show off the new Super Mario Maker 2. 
Four prominent YouTubers/Twitch streamers went head to head in 
levels they'd never seen before, each one packed with fresh features, 
enemies and traps that hadn't appeared in the first Mario Maker game. 
AbdallahSmash026 emerged victorious, and he snapped the victory 
selfie seen above with the legendary Takashi Tezuka! 

The Splatoon 2 World Championship 2019 followed, and it held few 
surprises in how it played out: 2018 champions GG BOYZ from Japan 
successfully defended their title, wiping the floor with all challengers. 
After their unsurprising victory, though, Nintendo did have one 
surprise in store: The final Splatfest was announced for July 18. Don't 
miss it! It'll be your last chance until, well, the inevitable Splatoon 3! 

Finally, Super Smash Bros. Ultimate stepped into the spotlight for 
another E3 tourney, but unlike last year's, this one had a 3 vs. 3 format! 
A greater variety of playable characters were featured as a result, and 
Team Japan emerged victorious over Team Europe. Newly minted NOA 
President Doug Bowser, in his first E3 at the helm after Reggie's depar- 
ture, got to be the one to present trophies to the winners! - LUCAS 
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COLLECTOR'S CORNER 
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...and a new Greninja with a bit more detail. 


THE POKEMON COMPANY has had a busy few 
months! Detective Pikachu was a huge undertaking, but 
that didn’t stop the normal merchandise machine from 
churning out more goods, per normal. They partnered 
with PEZ to release the original starter Pokemon in dis- 
penser form — Pikachu, Charmander, Squirtle and 
Bulbasaur adorn the candy collectibles and are out 
now. This isn’t the first time Pokemon have graced the 
tops of PEZ dispensers (especially in Japan, where there 
are several rare ones), but it’s definitely been a while 
since we've seen them on the full-size dispensers. 

Meanwhile, Greninja is the latest Pocket Monster to 
receive the Pokémon Gallery Figure DX treatment. The 
nearly $30 exclusive figure is available at the Pokemon 
Center U.S. webstore only. Each Gallery Figure DX is 
shown recreating a famous attack from its featured 
species — Greninja’s showcases its Water Shuriken 
attack with a nice action pose. 


— <a 
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THE IDEAL RoBor BODY 


This is what peak plastic performance looks like. 


KOTOBUKIYA IS KNOWN for highly detailed figures and kits, and a while back they came out 
with Mega Man model kits that included the classic Blue Bomber, Proto Man and Roll. A Mega Man 
Zero kit was also made toward the end of that line, but then they re-released those sets recently. 
Many thought that that was a precursor of something on the horizon, and they were right! 
Kotobukiya has announced a Mega Man X plastic model kit for X, and it looks fantastic. The kit 
features three changes with various expressions, three pairs of hands for great poseability and 
blaster effect parts to enhance the X Buster’s shot. The figure, once built, will stand around six 
inches tall and is based on the X4 iteration. If customers are able to pre-order directly from 
Kotobukiya’s online store, a special backdrop will be included. It looks like a generic desert land- 
scape (which is an odd choice, because there are plenty of iconic locations to pull from in the 
series). AmiAmi, a well-known importer, has managed to secure a mysterious bonus. The website 
shows pick-ups like the Heart Tank, but mentions nothing about it. Some have speculated that it will 
be extra blaster effects, or faces, or something of the like. The regular version will be around $50, 
while the bonus version is closer to $60. There's also a "polarized" paint job version that has been 
announced, but no pre-order is yet available. X is slated to arrive in late August or early September. 


Collector’s Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com. 


OLD-SCHOOL TERRITORY CONTROL 
It’s a Turf War ... but on your tabletop instead of your TV! 


REVERSI/OTHELLO IS one of my favorite games, so imagine my elation when | found out that 
Nintendo is going to license a Splatoon version, which is just brilliant! Muraoka is taking the two- 
color duality of the fast-paced action party shooter and applying it to the classic board game... 
on a somewhat smaller board. The game is out now in Japan and can be imported for around 
$10! Comes with nine pieces each of green and pink Inklings, so the games will be fast and 
frenetic, just like its inspiration! 


FiRE EMBLEM FRIENDS 


Fierce battlefield warriors . . . transformed into bedtime snugglers. 


SAN-EI BOEKI, JAPAN'S premier licensed plush maker, has done it again. Fire 
Emblem and Smash Bros. fans now have a new option for collectibles, as a new set 
of five plushes will be released in late July. Marth, Roy, Ike, Lucina and the female 
Corrin comprise the set, and they'll sell for between $20-$25 each. That may seem 
steep, but the San-ei quality and attention to detail — and there is plenty of detail 
on each of these characters — is well worth the cost. Every buckle, ornate costume 
piece and hairstyle is faithfully represented in chibi form, which just makes them 
too cute to imagine as serious fighters! These are selling like hotcakes, so this may 
mean the start of something beautiful! 


атпоо: 
UPDATE 


WE CAME REALLY close to not having anything for this 
column in this issue, but thank goodness E3 brought the 
amiibo love! Five new amiibo were announced — though 
we had known four of them were on their way at some 
point, because they were missing from the Smash line. 

After the E3 Direct, Nintendo released images for 
Chrom, Richter, Dark Samus and Incineroar. Still no bead 
on Joker’s inevitable amiibo yet, but Nintendo may be 
waiting until the Fighters Pass announcements are 
complete. Adding the Dragon Quest Hero and Banjo & 
Kazooie to the waitlist may mean they'll all have the same 
release date in the future. (Though, will all four DQ heroes 
get figures? It seems like they would.) | need to figure out 
how to get enough wall space for that complete boxed 
Smash set! Incineroar and Chrom will release alongside 
Simon Belmont in November. (Odd that Simon got delayed, 
as he was announced so long ago.) Amazon Japan lists 
Simon’s exact date as November 30, but those dates don’t 
always align with other regions. Dark Samus and Richter 
only һауе а "2020" release date. 

The big E3 surprise, though, was a Link’s Awakening 
amiibo of the teeny-tiny "Toy Link." He'll release alongside 
Ivysaur, Squirtle and Snake on September 20. With how 
cute he is, | question whether he needs real 
functionality in the game to sell well, 
but Nintendo added 
it anyway! During 
the build-your- 
own-dungeon 
"Zelda Maker" 
portion of the game, 
if you scan the little 
guy in, Shadow Link 
will be available 
as an enemy to 
place. Once 
defeated, he'll 
drop loads of 
rupees. l'Il take five! 
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LEARNING WITH LABO 


Some lucky students got to be a part of the Nintendo Labo Classroom Program! 


SCHOOL'S OUT FOR summer, which 
means lots of extra time for getting 
outside and exercising, taking family 
vacations or just hanging out indoors 
to play Nintendo games! For a few 
lucky classes full of kids around the 
country, though, the 2018-19 school 
year that just ended might have been 
even more fun than going on break — 
because they got to play Nintendo 


games during the school day. And got 
academic credit for it! 

In support of the rollout of the 
Nintendo Labo line of cardboard con- 
struction projects and their accompa- 
nying software, the Big N reached out 
last year to a new audience: teachers! 
Specifically STEAM teachers (those 
covering science, technology, engi- 
neering, art and math). Working to 


Great! 
What could be better 


than Nintendo at school? 
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build the creative, unique Labo Toy- 
Cons is an activity perfectly in line 
with the kind of learning happening in 
the best elementary schools these 
days! 

To make it happen, Nintendo part- 
nered with the Institute of Play, a non- 
profit design studio based in New York 
City. The curriculum they pioneered 
was officially called the Nintendo Labo 


Classroom Program, and it provided 
Labo kits and a Teacher's Guide to 
educators around the country, helping 
them integrate Labo into their lesson 
plans beginning last November. Maybe 
a classroom near you got to be one of 
the lucky ones chosen? 

Sadly, it seems the Labo Classroom 
Program was a one-time-only thing, as 
the Institute of Play has just recently 
announced that they'll be winding 
down their organization (and Nintendo 
probably won't keep it rolling all on 
their own). The resources are all avail- 
able for free online, though, if you're a 
teacher who wants to introduce Labo 
to your own students! — LUCAS 


The Program has already 


come and gone. 


NEWS 


A meteorological look at the biggest game and DLC releases 
currently scheduled to debut in the next few mo 


FORECAST 


SUPER 


М 
М 


/ 


KEEPING ITS DISTANCE from the month of July by a mere 
three days is the cover game of our last issue, Super Mario 
Maker 2. It's arriving on store shelves on June 28, right in the 
middle of the transit time after this issue will be printed but 
before it lands in most mailboxes — so, sadly, we must ask for 
your patience as we prepare our review! We'll have it for you in 
the next issue of NF. 


RRIO 
AKER 


IF BUILDING LOTS of new Super Mario levels in 
2D whets your appetite for more complicated kinds 
of construction, the 3D worksite of Dragon Quest 
Builders 2 will be ready to be your next playground 
beginning on July 12. But you don’t have to wait to 
try it out! As of June 27, there’s a free demo in the 
Switch eShop, so give it a look! 


BUILDERS 2 


THE MONTH OF July will surely get off to a strong start at the 
box office, as the latest adventure in the ongoing saga of the 
Marvel Cinematic Universe will open on July 2: Spider-Man: Far 
From Home! Just a couple of weeks later, on July 19, that Marvel 
magic will extend to the Switch through the Nintendo-published 
revival of the classic Ultimate Alliance action series. It’s almost 
time to smack Thanos around in your living room! 


ПЦ + Е 


THE BLACK ORDER 


ONE OF THE greatest technical achievements to 
hit the Switch so far was last year's impressive port 
of Wolfenstein ІІ: The New Colossus — and it wasn't 
just a one-and-done! A new direct sequel is heading 
to store shelves on July 26, and it looks twice as 
insane as its predecessor. For more, we've got a 
quick look on Page 47 this time. 


Wojfensfein 


YOUNGBLOOD 


ALSO LANDING IN brick-and-mortar 
stores on July 26 is our chosen cover star 
for this edition, Fire Emblem: Three 
Houses! Flip over to Page 32 to begin to 


IRE EMBLEM 


THREE Houses get yourself up to speed on the series as a 
whole, and Three Houses in particular. We think 


everyone should give this game a shot! 


AND SPEAKING OF games that everyone should 
really be paying attention to . . . Astral Chain. You 
may not have been thinking much about it. A new 
IP, and kind of announced unexpectedly early this 
year. But this game! It's got all the markings of a 
new PlatinumGames masterpiece, so get in on the 
ground floor with it on August 30! More on Page 53. 


Things are really ramping up as we head into the second half of 2019! The first half was, well, 
slow. Yoshi's Crafted World and Labo VR had to do a lot of heavy lifting in a stretch of several 
months when, first-party-wise, not much else was happening. But now we're getting a major 
push of huge releases back-to-back . . . and then not much of a breather before it happens 


again, because Astral Chain will kick off another nearly weekly wallet onslaught! — LUCAS 


SUPER 


SMASH BRS, 


(В Fighters Pass 


| MAY SOUND like a broken record here, but 
the hottest ticket in DLC is still the Super Smash 
Bros. Ultimate Fighters Pass. Especially now 
that E3 revealed its second and third new stars! 
As predicted in our last issue, Erdrick from 
the Dragon Quest series is joining the roster. But 
he's not alone! He's actually just one of four DQ 
series heroes all sharing one playable slot, and 
they're collectively referred to as "The Hero." A 
little generic for my taste, but still exciting! 

For fans in the West, though, it's got to be 
the bear and the bird who generated the most 
hype! Yes, the behind-the-scenes business that 
had to take place did take place, and Banjo and 
Kazooie are guh-huh-ing their way into the 
Smash roster at long last. Seriously, it's been 
almost 20 years! They reasonably could have 
been added all the way back in Melee, so to 
finally have them coming in Fall 2019 feels so, 
so good. Welcome home, friends! 


CORRUPTION EXPOSED | 
AT MUSHROOM KINGDOM 


MEDICAL KOLLEGE! | 


Fraudulent degrees have been issued in ! 
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ALERT! HAVE YOU seen the man 
pictured below? Have you or a loved 
one visited his so-called medical 
practice? BE ADVISED: THIS MONSTER 
IS NO DOCTOR! Do not — we repeat, 
DO NOT - listen to any medical advice 
he may offer you. And especially don't 
ingest any medicine he "prescribes!" 

We have just received confirmation 
that an insidious scam has been 
uncovered at the Mushoom Kingdom 
Medical Kollege — an unscrupulous 
employee there has been accepting 
bribes to print felonious and utterly 
false medical degrees. "Dr. Bowser?!" 
Hardly! That crafty Koopa simply 
slipped a few coins into the right 
hands and then walked right out the 
door with a bonafide M.K.M.K. certifi- 
cate declaring he'd completed years of 
intense study. But it's not true! 

And, sadly, the scam goes deeper. 
Princess Peach, Toad, Yoshi, Luigi and 
even Mario himself — yes, the hero of 
the Mushroom Kingdom for decades — 
also participated in this charade. 


Don't believe me? Well, you'll be 
able to see for yourself soon in Dr. 
Mario World, Nintendo's newest game 
built for mobile devices. It's set to 
launch for both Android and iOS on 
July 10, and all six of those schemers 
can be found playing dress-up within 
it. Dr. Peach? Dr. Yoshi? Toad can't 
even get the Nintendo fans of the 
world to agree on whether or not he's 
wearing a hat or if that whole bulbous 
thing is his head — no way I'm letting 
him do a brain scan on me! 

Luckily enough, these phony physi- 
сіап5 seem to not be taking human 
patients currently. They're all instead 
focused on eliminating the latest viral 
outbreak in the Kingdom, and they all 
have demonstrated an honest ability 
to destroy those vile viruses, at least. 
Each doctor has a unique virus-busting 
skill to call upon when working to 
Clear out stages, so the decision of 
who you choose to play alongside 
you is a critical one! 


Now, as most people know, Mario 
has been doing this doctor dress-up 
thing for almost 30 years now, and 
lots of Nintendo fans are well-versed 
in how to deal with these pesky, per- 
sistent, pestilent pests: You simply line 
up Megavitamin pills of the same color 
next to each virus, then watch as 
they're "cured" right out of existence. 
But things are a little different this 
time! The old Red, Blue and Yellow trio 
has brought new friends of different 
colors along to make things more 
complicated. On the other hand, it 
now only takes three of the same color 
of virus and/or pill segments in a line 
to eliminate these infections, instead 
of the old four from before. 

That's just scratching the surface of 
Dr. Mario World, and we'll do our full 
surgical examination of its merits and 
flaws next time. Until then, remember: 
DON'T TRUST DR. BOWSER! — LUCAS 


Capsules 
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StaM Up Friends Characters 
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А DREAM FULFILLED 


At long last, Mutant Mudds gets physical on 3DS! 


| NEVER THOUGHT I'd see this happen! 

Three years ago, back in the 23rd issue of NF, we ran an article called "Let’s 
Get Physical" here in the Download section. It was an overview of games that had 
started out as download-only eShop titles, but then later got physical releases. 
We closed that article out with a mock-up box that Renegade Kid's 10015 Watsham 
had created for Mutant Mudds on 3DS three years earlier still — so, it’s been right 
around six years total now since the idea of Mudds getting its own 3DS cartridge 
began bouncing around in Jools’ brain. But all that time came and went, and 
Renegade Kid even closed up shop before Jools relaunched things as "Atooi," and 
that hoped-for 3DS cart release never materialized. 

... Until now! It's finally happening! And Mutant Mudds won't be alone, as it's 
gathered some friends over the years. 

The cartridge will be sold under the name "Atooi Collection," and Mutant 
Mudds Deluxe will be its lead-off hitter: It’s a snappy, novel platformer that has 
you leaping back and forth between foreground and background layers on a quest 
to rid the world of an invading alien menace. Its follow-up, Mutant Mudds Super 
Challenge, will accompany it — it's a tough-as-nails take on the same formula with 
new features like boss fights and hidden playable characters, like our own Kevin 
Cassidy! The criminally overlooked block-matching puzzler Bomb Monkey offers a 
different genre to the package (you might remember it recently being reskinned 
as "Mudd Blocks" on the Switch). Then there's Jools' take on the Metroid series, 
Xeodrifter, which is a delightful romp through alien worlds with a unique system 
of customization for your versatile blaster gun. And lastly, rounding out the cart 
will be Chicken Wiggle, the Super Mario Maker-like adventure that lets you build 
your own levels and share them online! 

The cartridge is finally becoming a reality thanks to Limited Run Games, who 
are stepping into 3DS game production for the first time with this release. With 
any luck, they'll be able to dig up a few more gems from the 3DS eShop and 
preserve them physically for future generations too! — LUCAS 


iA RI 


BALAMB GARDEN REOPENS 


School's back in session with Final Fantasy VIII Remastered. 


FINAL FANTASY VIII is one of the most controversial entries in the entire series, 
right up there with XIII (and most recently, XV). І don't mean in terms of content: 
rather, pure quality. Depending on who you talk to they either love it or hate it, 
but | find myself squarely on the former side. 

One of the reasons | adore it is due to the unique setting and setup for its nar- 
rative. You actually play the role of a budding student, Squall, who is part of a sort 
of high-stakes mercenary academy called Balamb Garden. Nearly everything that 
follows that opening premise is completely out of the box. You actually earn a 
salary as you rank up within your organization, complete with written tests. Magic 
and summons (Guardian Forces) are attached to your person in the form of "junc- 
tioning," as summons take on a bigger role in the series, with the option to "draw" 
(steal) magic from enemies. 

The world design is unique, the main storyline twists are wacky, there are two 
different protagonists, enemies scale with your level, there's an intricate card 
game heavily embedded within the game (Triple Triad was born here!) and you 
fight a dinosaur called a T-Rexaur as part of your student training. | know, that's a 
lot to take in! This is a wild, risky Final Fantasy and | can’t wait for more people to 
experience it later this year. 

Square also took a page from Super Mario RPG's book and attempted to add a 
bit more oomph to combat: Guardian Forces have a mashing mechanic to increase 
damage, Limit Breaks are like small QTE minigames and Squall can add a little 
extra damage to his Gunblade attack with the press of a button. The more you dig 
into VIII, the more there is to love. It sports some of the best work composer 
Nobuo Uematsu has ever done, and there are more than enough poignant side- 
quests to keep you busy well past the core storyline. 

As you can imagine, back in 1999, FFVIII was one of the most ambitious JRPGs 
ever made. One of its key dazzling components involved cutscenes that actually 
had light character model interactions! Although it'll be much less impressive by 
today's standards, even with a remastered touch, the high-octane feel is still very 
much present. A lot of the above concepts were never attempted in a Final 
Fantasy game again, let alone any other JRPG. (Some of that is for good reason, 
but some of it was because they truly were that ambitious.) 

Final Fantasy VIII, much like its broody hero, is seen as the black sheep of the 
modern Final Fantasy era, but | urge you to go in with an open mind and give it a 
chance. You can do just that later this year when it arrives on Switch! — CHRIS 


JULY/AUGUST 2019 1 5 


соса 


Re Т? 


SOME SERIOUS ARMOR 


Suit up ina medieval mech in Panzer Paladin! 


MANY OF THE founding members of Tribute Games got their start in the video 
game industry working on pixel-based reimaginings of big-name movies like Star 
Wars: Episode III — Revenge of the Sith for the Nintendo DS. In fact, rumor has it 
that they even had a hand in designing the look of the partially formed Death Star 
seen near the end of that film! But for all their history with science fantasy, they 
have yet to present a game that mixes futuristic technology with monsters and 
magic in the same way. 

That’s about to change with the release of Panzer Paladin! It’s a throwback to 
classic 2D mech action/adventures like Metal Warriors and Veigues Tactical 
Gladiator, but with a sword-and-sorcery twist. Demons have invaded Earth and 
man-made weaponry has no effect on them. That said, life is always better ina 
giant robot, so humanity rallies the Panzer Paladin and her trusty android armor 
to take down the forces of evil by snatching their weaponry and using it against 
them. The game flow has you fighting goblins, dragons and other mythological 
beasts, earning swords from defeating them in battle, then using those crafts of 
cutlery and carnage to carve up even bigger and badder behemoths. The high-or- 
low close combat guessing games here are somewhat like those in Zelda 11, but 
with Link’s brown butter knife swapped out for any number of formidable blades. 

Like in Blaster Master, there are times when you have to jump out of your rig 
and explore the environment without the protection of your futuristic suit of 
armor. The upside is that being in on-foot "Pilot Mode" allows you to swing from 
hooks, much like Simon "Grody" Belmont in Super Castlevania IV . . . except your 
whip is made of lasers. Take that, monsters! 

That's a lot of homages to past classics, which is exactly what Tribute Games is 
all about. (The company is literally named after their mission to pay tribute to the 
games they grew up on.) For them, that means distilling the essence of the best of 
the pre-polygon era and re-expressing it in fresh new ways. Wizorb combined 
Final Fantasy with Arkanoid, Mercenary Kings mixed Metal Slug with the NES 
adaptation of Rambo and now Panzer Paladin will soon blend a new bevy of old- 
school adventures together into a singular, salient solution! - JONATHAN 
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DORAEMON IN AMERICA? 


He'll make the leap at last thanks to Doraemon: Story of Seasons. 


THE SWITCH WILL soon see its first entry in the Story of Seasons franchise — 
but as another collaboration, much like 2015’s Return to PopoloCrois: A Story of 
Seasons Fairytale on the 3DS. This time, it’s going to be Doraemon: Story of 
Seasons, featuring Doraemon, the blue robot gadget cat from the future! 

If you're unfamiliar with Doraemon, you're not alone. Though һе and his 
friends have been entertaining Japanese children for over 50 years (!), his video 
games have never been localized for America before. Only a sparse handful of his 
many different media appearances have been translated throughout the past five 
decades, in fact, so this a pretty big deal! 

The story kicks off with Doraemon and his friends Noby, Sue, Sneech and Big G 
getting whisked away, Wizard of Oz-style, to a place called Shizun Town. With no 
foreseeable way to return home, the kids settle into life and assist the people of 
Shizun Town with their businesses and everyday problems. As Noby, you'll be 
helping a young boy named Ranch and his grandmother with running their farm, 
where you'll tend seasonal crops and raise livestock for milk, eggs and wool. And 
like all Story of Seasons games, there's shopping, crafting, seasonal events and 
festivals, places to explore and forage and all sorts of animal friends to make — 
with a little help from Doraemon's helpful gadgets. Use his trademark Everywhere 
Door to travel around the map, and the Weather Box and Mini Rain Cloud to help 
your crops grow! 

Instead of being developed directly by Marvelous, Doraemon: Story of Seasons 
is being developed by Brownies, led by industry veteran Shinichi Kameoka, best 
known for his work on the Mana franchise. (Is it any coincidence that Doraemon, 
Noby and their friends end up in a world centered around a massive tree?) 

It was a complete surprise for many North American Nintendo fans to see that 
Bandai Namco would be releasing an English localized version, but the localiza- 
tion will be based on the American adaptation of the Doraemon anime that aired 
on Disney XD in 2015 (one of the only official trips the character has made to the 
States over the years). The game is already on sale in Japan as of this past June 
13, and it's scheduled to be released in the eShop in North America this Fall, with 
both physical and digital releases in Europe and Southeast Asia. — REBECCA 


chool of Hard Knocks 


RAISED BY A single parent who 
worked full-time, | spent a lot of my 
teenage years winging it as best | 
could. It was on me to make my own 
pocket money, keep my grades up 
and navigate my relationships with 
other teens without getting my nose 
(or heart) broken. Looking back on it 
now, | was thrown into some pretty 
wild situations, with no map to 
follow beyond some "figure it out, 
kid" advice from strangers — though, 
at the time, that all seemed perfectly 
normal. It’s all | ever knew. 

It was an experience that I’ve 


rarely seen explored in much detail 
through video games. Yume Nikki, 
Shenmue, Bully and EarthBound all 
came close, but when it comes to 
summing up my personal high school 
experience, The Friends of Ringo 
Ishikawa has them all beat. Though 
trailers for the game make it look 
more like a River City Ransom- 
inspired brawler, most of the game’s 
fighting is optional. If you want to 
spend the majority of your time 
going to class, doing your school- 
work and working part-time at the 
local video store, you’re more than 


welcome to. Unlike in real life, you 
actually get paid for good grades 
here, so it’s entirely possible to buy 
enough food to eat, play pool at the 
local pool hall and even buy your 
own game console with money 
earned just from your report card. 
Like in Animal Crossing, otherwise 
mundane tasks are made fun by 
making them easier and sillier than 
they are in real life. There’s a button 
dedicated to making Ringo walk like 
a delinquent, and another one for 
lighting up cigarettes. To get good 
grades, all he has to do is show up to 
class on time and hold down the 


button to take notes. 

The trick is, none of this is 
explained. Other than a brief tutorial 
on walking and fighting at the start 
of the game, everything else is 
learned through trial, error and 
experience. 

That means there’s a lot you 
might miss on the first playthrough. | 
had no idea that it was possible to 
get girls to like you until after I'd 
already played through over half the 
game. (Come to think of it, that’s yet 
another way the game mirrors my 
real life.) That's probably why 1 
appreciate Ringo’s lack of structure. 
It feels real to me, even though it can 
lead to frustrations here and there. 

Other than some technical 
failings, my only complaint about the 
game is that none of my choices 
could do much to change Ringo. 
There's a reason why the game is 
named after his friends — they're the 
heart of this story, while Ringo 
seems destined to be a stunted, 
violent boy forever. If only he could 
learn to be as emotionally honest, 
authentic and sophisticated as the 
game he lives іп. — JONATHAN 
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Slash & Dash, Slice & Dice 


HOTLINE MIAMI SPAWNED a whole new market for 

quick-fix hack-and-slashers. Although retro-themed 

shooters have always been prevalent, Hotline studio 

Dennaton Games helped kick off their own revolution, 

with games seeking to re-create the success of high concept 
themes intertwined with high octane gameplay. Katana Zero isn’t 
in the same league — but it approaches it. 

Katana Zero is a 2D action platformer with a focus on time manipulation. 
Aided by the use of the drug Chronos, the titular Zero is able to samurai slice 
his way through enemies as he moves from mission to mission as a killing 
machine. For the most part everything is melee-based, though there are light 
puzzles to work through (like switches that change the state of any given level) 
and items to throw as projectiles. 

There are myriad twitch elements in play — but it’s also a puzzle game. Each 
room can be "solved" in several ways, and it’s up to you to either find the best 
approach or one that merely works and lets you move on to the next screen. 
Whether that’s breaking down doors and running headfirst into gunfire, 
dodging along the way, jumping over foes to get the drop on them from behind 
or slicing back bullets, the choice is yours. 

There’s a good flow to it all. While the simplicity of it might get to you about 
midway through (enemy types are frequently reused, even if the environments 
are altered slightly by adding in ideas like minecarts), the foundation is firm. 
Slices are punchy and rolls are precise, and the time-slowing ability makes for 
some pretty tense moments. The few one-on-one duels that occur are also sat- 
isfying for that very reason. The best part is that it never feels too gimmicky, as 
you can complete levels without really using it — or just trigger it when you 
need it. 

The rest of the game is like a sick fever dream. It sounds naive, especially 
since Nintendo, as a publisher, has taken plenty of punts in the past (Eternal 
Darkness), some chances as recent as the Wii U (Devil’s Third), and a lot of risks 
in this generation, but I’m honestly surprised this was approved for release on 
a Nintendo system. Maybe it’s because I’ve spent over half my life witnessing 
Nintendo reject this sort of art, but the heavy drug use and dark themes are 
wild to see on Switch. It’s great that gaming is maturing as an art form, but be 
aware of it all the same. 

This world, primarily housed within the city of New Mecca, is disturbing and 
unsettling, in a good way. Nothing is as it seems — and we're slowly given 
access to Zero’s backstory, as well as small details regarding New Mecca that 
help fill in the world without going overboard. By the end you'll probably be 
left wanting more, but most of your questions will be answered. 

We might not ever see this universe again; and that’s OK. — CHRIS 
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Blast Off to Outer Space 


BLASTER MASTER HAS always felt like a franchise with a bit of an identity 
crisis — each new installment never appearing on the same console as the last, 
all the while taking things in a direction that feels disjointed. With Blaster 
Master Zero and its new sequel, though, we finally have a sequel that not only 
appears on the same platform as its predecessor, but feels like a true continua- 
tion of what came before. 

Blaster Master Zero 2 reminds me a bit of Mega Man Legends 2, which is 
interesting when you consider that Inti Creates has had plenty of experience 
developing Mega Man games (yet none being from that series in particular). 
Both games are, of course, sequels to their respective predecessors. Graphics 
are improved a bit, and there are new items and skills to collect, too. But the 
commonality that stands out to me the most is how you progress through them 
versus their forebears. 

In both Mega Man Legends and Blaster Master Zero, you're given a large, 
wide-open world of interconnected areas to explore, Metroidvania-style. The 
sequels, on the other hand, eschew this in favor of providing the player with a 
variety of more distinct, but smaller areas to take on, with some backtracking 
involved in order to find everything. 

How you feel about this sort of change may color your opinion on the game 
as a whole, at least as preferences versus the original go. Interestingly, 
whereas | actually preferred the one interconnected world in Mega Man 
Legends, I think I actually like multiple smaller worlds presented in Blaster 
Master Zero 2. Perhaps that's simply due to the difference between traveling 
across various islands to blasting through space to find new planets and 
regions of the galaxy. 

The way the game's setting is dressed is not the only difference from the 
original Blaster Master Zero, however. Your Metal Attacker tank, the G-SOPHIA, 
gains new abilities and weapons, including the ability to recharge SP energy 
through taking damage and falling from significant heights. Jason has some 
new tricks of his own, including a new "Blast Counter" maneuver which — when 
properly timed — allows him to counterattack enemies after successfully 
dodging certain attacks. 

On top of all that, you'll discover that you're not the only Metal Attacker 
driver out there in the galaxy! You'll be able to find and befriend others, who 
will help you in different ways. Nevertheless, don't think that their help will 
make this an easy game. Make no mistake, it's rough out there, and even when 
you know what needs to be done, actually doing it can be another matter 
entirely. Not helping matters is that the game can be pretty old- 
school in its vagueness, leaving you to figure out for yourself 
how to use certain equipment. 

Allin all, Zero 2 is a well-crafted sequel that actually 
feels like the sequel it's meant to be. — DAVID 
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Make This Roster Grow! 


BATTLE FOR THE GRID is a new Power Rangers fighting game developed by 
nWay, a team who previously found success with this same franchise in the 
mobile game Power Rangers: Legacy Wars. However, while the games may look 
similar in some respects, each is its own unique entity. 

Battle for the Grid is based on the Boom! Studios comic event "Shattered 
Grid." While I’m still catching up with that series and don't know how faithful 
the story mode is to the source material, the fact it was written by that story's 
author, Kyle Higgins, would seem to be a good sign. 

If you're a lapsed fan of the franchise who hasn't watched since they were 
"Mighty Morphin," some of the cast of playable characters may seem foreign to 
you, but longtime series fans should have little trouble recognizing some latter- 
day heroes like Magna Defender and Kat Manx. Due to adherence to the 
"Shattered Grid" storyline, however, more casual fans may wonder why they 
can play as the villainous Lord Drakkon's Mastodon Sentry grunts, yet Mighty 
Morphin Black Rangers Zack and Adam are relegated to the sidelines. On the 
other hand, fans of Trini may or may not be thrilled at her inclusion as the pilot 
of a mechanized suit of Black Dragon armor. 

On that note, the playable character roster is fairly small, at least at the 
moment. There are only 12 characters to start (three of which were added in a 
post-launch update, so it was even smaller on Day 1). A solid dozen isn't so bad, 
but being a three-on-three fighter, that also means that any single match can 
effectively use half of the entire roster. More are set to be added via Season 
Passes, but diehard Kimberly fans should know that you can only play as her in 
the story mode unless you purchase the Digital Collector's Edition. She's used 
as an alternate skin for the Ranger Hunter character, and is not available any 
other way ("Too much pink energy is dangerous," after all). 

The fighting itself is interesting, combining the feel of a normal Street 
Fighter-inspired entry in the genre with the aforementioned three-on-three tag 
options (as in Marvel vs. Capcom), while attacks are performed in a way that 
feels more akin to Super Smash Bros., with a directional input and button press 
resulting in different moves for each character — no quarter-circles here. In 
addition, each team can call upon additional support from either the original 
Mighty Morphin Megazord, the Dragonzord or a giant Goldar — a nice touch. 

While accessible and sometimes easy, the game can be tough at times, too, 
and there are no difficulty settings. Those who don't like hitstop (visual pauses 
every time a move connects) may shy away, and while there are online modes, I 
can't say how well they work, as | could never connect for a match. 

In the end, as a lifelong Ranger fan, I still feel that this is a pretty good 
package as far as budget titles go. — DAVID 
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In Over My Head 


WHEN IT COMES to survival horror, two of the scariest 

games in the subgenre (Resident Evil Remake and Resident 

Evil 4, both out now on Switch!) wrench up the tension by forcing 

you to play a constant game of keep-away while anticipating well-placed jump 
scares and the devastating sight of a "Game Over" screen. These also happen to 
be the principles that make classic arcade games like Pac-Man or Q*bert so 
exciting. Survival horror game design can work in any genre — even 2D plat- 
formers — and Overwhelm is a perfect example. 

It’s a story right out of a sci-fi horror classic. A hive of murderous aliens is 
growing underneath the surface of an unnamed planet. Some look like face 
huggers from the Alien franchise, others are just run-of-the-mill giant man- 
eating worms with eyes, but all of them want you dead. Too bad for them, the 
feeling is mutual! You will do everything in your power to exterminate them all 
— though said powers are fairly limited. Armed with just your gun and the 
ability to uppercut any basic enemy to death with one hit, it’s up to you to 
cleanse the catacombs of evil before it’s too late. 

Enemies aren’t the only things that can die in one hit, though! Any physical 
contact with any member of the hive will put you down for good. You have 
three lives, but there are no continues, so you better make every life count. 

As if that weren’t bad enough, the visible field of play shrinks a little after 
each death, making it harder to see where enemies are before they’re right on 
top of you. 

Even worse, every time you defeat a boss, the hive evolves. Faux facehug- 
gers may learn to climb walls, gain armor or spit acid venom on you. 

On the other hand, you don’t get any new weapons or abilities to help you 
along the way. You're going into this one alone and outgunned from start to 
finish, with only your loyal horse to help you. (Too bad it spends most of your 
ordeal outside relaxing.) 

Without the help of your trusty steed, it’s up to you alone to keep enemies 
as far away from you as possible, using your precision aiming to take them out 
from a distance while throwing out a melee attack here and there in a pinch. 

You get everything in Overwhelm that you might get from a AAA survival 
horror title, albeit on a much smaller budget. The minimalist visuals are largely 
effective, but a few of the bosses look janky. The world is also relatively small, 
though the lack of continues will have you replaying most of it over and over 
again if you want to see it to the end. If you lose your patience, you can turn 
unlimited lives on, but that makes things a little too easy, allowing you to get 
through it all in a couple of hours (and at least a few hundred deaths). 

Despite these blemishes, Overwhelm is a worthwhile experiment in good, 
clean, nerve-wracking, terrifying fun. — JONATHAN 
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Coin-Op Konami 


THIS COLLECTION IS comprised of eight 
classic arcade games from the 1980s, around 
half of which are connected to the outstanding 
Gradius series of shoot-’em-ups. The lineup 
includes Nemesis (Gradius in the U.S.), Life Force, 
Vulcan Venture (a.k.a. Gradius 11), Scramble, 
Typhoon (A-Jax in the U.S.), Thunder Cross, 
Twinbee and Haunted Castle. 

Now, | have a confession to make: I'm not a fan 
of shooters and really don't play them too often. I 
wanted to review this to gain a better respect for 
the genre, and I have to say this is the perfect 
place for a neophyte like me to start. | especially 
enjoyed Life Force and Vulcan Venture with their 
varied scenarios, quick action and wild weapons. 
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Every shooter here, in fact, was a great choice 
for this package, as all of them are emulated 
extremely well and are tons of fun. Another thing 
I've discovered during these playthroughs is that 
Konami shooters have consistently fantastic 
music — again, especially throughout the Gradius 
series games. 

I was not let down by the representational 
quality of any of these games, but the actual 
enjoyment of one of these games in particular 
had me a bit disappointed. | am unfortunately 
speaking of Haunted Castle, the one game I was 
looking forward to the most in this release. As a 
big Castlevania fan I was really looking forward to 
finally playing this in an official capacity, but the 
reality is that this is a quarter muncher version of 
Simon's battle against Dracula, which means 
cheap deaths and overpowered bad guys. Couple 
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that with only having one life, and it turns out to 
be simply no fun. Luckily, Japanese versions of six 
titles were added with a post-launch update, and I 
found that these alternate takes are actually 
more enjoyable — and in Haunted Castle's case, 
much more balanced in its difficulty. 

As far as the technical details go, this collec- 
tion has all the standard items you would expect: 
adjustable difficulties, resizing of screens, TATE 
mode support and scanline adjustments, not to 
mention an eBook that details the history of each 
game with screenshots and artwork. І have one 
tiny nitpick: With this being an arcade collection, 
how were some of Konami's most popular coin-op 
classics left out? Where are Frogger, Tutankham, 
Gyruss, Time Pilot, Track & Field and Double 
Dribble? Hopefully there will be a Volume 2, 
because Konami has a deeper catalog of iconic 
arcade hits than one collection can contain, and it 
would be a shame to forget about them! - THOR 


03500 TIME 0236 STAGE 15 
ини: 22% 


Back tot 


FOLLOWING THE ANNOUNCEMENT of this 
Castlevania collection back in March, disgruntled 
fans who had lost confidence in the franchise’s 
future suddenly had reason to hope again. But only 
a bit! This is Konami меге talking about! 

The featured lineup is the quintessential 
Castlevania primer. There’s the NES trilogy of 
Castlevania, Castlevania II: Simon’s Quest and 
Castlevania III: Dracula's Curse. Next comes the 
Game Boy pair of Castlevania: The Adventure and 
(the highly underrated) Castlevania 11: Belmont's 
Revenge. And who could forget the SNES master- 
piece Super Castlevania IV? Each one is presented 
in its original glory, warts and all, thanks to the 
emulation wizards at M2. 
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If you're only familiar with the "Igavania" era 
that began with Symphony of the Night, you might 
be surprised by these games’ more methodical 
pace and brutal difficulty. The ordeals of the 
Belmont vampire hunter clan earned their reputa- 
tion as blood-soaked tests of perseverance, though 
their rich soundtracks, vicious monsters and smart 
level designs solidified their status as Nintendo 
Classics. 

Mostly. 

Simon’s Quest, with its open-ended structure 
and NPCs who outright lie, continues to be the 
black sheep of a series that wouldn't nail nonlinear 
progression until almost a decade later. And The 
Adventure, which features an even slower walking 
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speed than usual and goes overboard with impre- 
cise platforming obstacles, is straight bat guano. 

Counterbalancing those are the final two 
surprise games. Making its first appearance since 
its 1994 Sega Genesis debut is Castlevania: 
Bloodlines, a stellar installment with a penchant for 
frequent boss battles. You’re even offered a choice 
between two characters: John Morris, who plays 
akin to his whip-wielding Belmont predecessors, 
and Eric Lecarde, a spear user who breaks the 
game with a super jump that lets him skip entire 
sections. Bloodlines also marked the series intro- 
duction of composer Michiru Yamane, who became 
the musical soul of nearly all future entries! 

The second treat is Akumajó Special: Boku 
Dracula-kun, a Famicom-exclusive spin-off that has 
been fully localized as Kid Dracula. (The Kid Dracula 
you may remember on Game Boy was in fact this 
one’s sequel!) Trading the usual Gothic tone for a 
super-deformed aesthetic, Kid Dracula plays more 
like a Mega Man game with charge blasts and 
acquired abilities. And while the bulk of the journey 
leans on the easy side, the final few stages crank 
up the challenge immensely. 

The collection provides the now-expected suite 
of emulation window dressing: save states, screen 
filters and alternate borders. There’s also a digital 
art book that includes key interviews. A beefy post- 
launch update then added — along with controller 
remapping — Japanese regional variants for nearly 
all base games (Simon’s Quest was excluded). Now 
you can play Dracula’s Curse with the legendary 
VRC6 soundtrack and better difficulty balancing, or 
Belmont's Revenge with Crosses instead of Axes! 

New hunters and old warriors alike will appreci- 
ate such a well-curated compendium of "Classic- 
vania" treasures. At the very least, it'll sate your 
bloodlust until the inevitable Castlevania 
Anniversary Collection 2 arrives! - TONY 
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Let's Attack Aggressively! 


WITH А УУНОРРІМС 10 titles to the other Konami 
Anniversary Collections' eight, one could argue that 
the Contra Anniversary Collection is the best value 
of the lot. On the other hand, given that five of 
those are variations on other titles featured in the 
same package, that proposition begins to waver a 
little. Still, what's here is good. 

To start off, there are the arcade versions of 
Contra and Super Contra, their NES ports (the latter 
retitled to Super C) and the enhanced Famicom 
version of Contra (featuring several touches not 
found in the NES version; an update has added the 
Japanese versions of everything else to a separate 
menu). Then there's Contra III: The Alien Wars for 
Super NES, its European PAL equivalent Super 
Probotector: Alien Rebels, Contra: Hard Corps for 
the Sega Genesis, its PAL Mega Drive counterpart 
Probotector and, finally, Operation C for the Game 
Boy as the black-and-white cherry on top. 

The releases of NES Contra and Contra: Hard 
Corps are especially significant, as they never saw a 
proper re-release since they debuted (though 
Contra: Hard Corps is also coming to the Sega 
Genesis Mini later this year — go figure. And no, 
we're not counting the unlockables in Contra 4 on 
Nintendo DS, as few would consider a single-player- 
only version of NES Contra to really be a "proper" 
re-release). 

While all are challenging, quality games, to be 
sure, not everything is perfect here. Most quibbles 
are small, such as the peculiar absence of what 
little voice clips are in Super Contra's opening or a 
translation for the Japanese version of Contra (not 
a necessity, but if Kid Dracula on Castlevania 
Anniversary Collection could get one, why not 
this?). 

There are some positives, however, even though 
the amenities seem relatively few by normal M2 
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standards. In addition to save states, aspect ratios 
and filters, games that don't have turbo fire by 
default can toggle a version of it on with a tap of 
the L Button, and the arcade games (built for 
vertical monitors) can be flipped to either side — 
perfect if you have a Flip Grip for TATE mode play! 
The addition of the Japanese version of Contra: 
Hard Corps in particular is much more manageable, 


as only that version has life meters 
and cheat codes — though unless you can read 
Japanese, you may have a hard time! 

Sadly, the biggest problem | had was inherent to 
the Switch itself. | have the original Pro Controller 
(with no D-Pad pivot) and found it imprecise, 
leading me to use Joy-Cons instead, which was not 
ideal. That hiccup aside, | had a great time with this 
collection. While it may not be as good as it could 
be, at least it's as good as it needs to be. — DAVID 


Dungeon of 


WHEN CADENCE OF 

HYRULE was first unveiled in 
Nintendo's March 20 Nindies Direct 
presentation, people were a bit flab- 
bergasted (if not delighted) at the 
idea of a fusion between Crypt of the 
NecroDancer and the Legend of 
Zelda series. Their surprise is defi- 
nitely justified, but then again, when 
you break Crypt of the NecroDancer 
down to its basic components, "a 
roguelike dungeon crawler where 
you fight to a beat" is a weird 
concept on its own. 

Before presenting our assessment 
of its successor, we wanted to first 
evaluate the original. (We kind of 
missed it when its Switch port first 


boogied into the eShop.) So! Crypt of 
the NecroDancer is a game that's all 
about killing dungeon-spawned 
enemies in the funkiest way possible. 
You start the game as Cadence, a 
young explorer who falls into a crypt 
and is subsequently cursed by a 
"NecroDancer" (go with it). Cadence's 
curse means she's forced to move 
around to the beat of her surround- 
ings as she tries to work her way up 
and out of the deep ditch. Crypt of 
the NecroDancer is a brutal, unfor- 
giving game, but | never stopped 
bobbing my head through every 
death, frustration and mishap. 

Crypt of the NecroDancer was 
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first released for PC in 2015, but like 
most intelligent indie developers 
who realized "Say, people really like 
Switch games," Brace Yourself gifted 
us with this Switch port in 2018. The 
port contains all available DLC, 
which is good. You can also play it in 
Handheld Mode, which is even 
better. Something about the Switch's 
handheld format just brings out the 
best in tough games like this, and 
Darkest Dungeon, and Slay the Spire, 
and Hollow Knight. The smaller 
Screen and generous personal space 
really helps you concentrate. 

And you will need to concentrate 
if you hope to play your best! This is 
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a game with roguelike elements, 
meaning each run is randomized and 
death means losing much of your 
inventory. Maybe you'll luck out and 
score a long-reaching spear within 
the first few minutes of a new play- 
through! Or maybe your treasure 
chests will yield trash despite the 
upgrades you bought for them, and 
your death will come swiftly courtesy 
of a Red Dragon's fiery blast. 

Crypt of the NecroDancer isn't for 
everyone. For starters, only hardcore 
rhythm game fans need apply here. 
If you're not confident you can keep 
up the beat (and therefore keep up 
your all-important coin multiplier) 
while dodging-and-sticking foes, 
you're going to have a bad time. This 
is the kind of game where being able 
to keep time to a beat might mean 
the difference between a funky 
death and surviving long enough to 
dig up that last vital Diamond that'll 
pay to upgrade the quality of item 
chests on your next run. 

If, however, you love to get down 
to a good beat (and maybe your soul 
aches for a new Rhythm Heaven 
game...not like mine does or 
anything), Crypt of the NecroDancer 
will hurt you and then heal you with 
beautiful music for hours and hours. 
Pick it up and make some beautiful 
music together. - NADIA 
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| KNEW THEY wouldn't be able to 
resist! 

When BYE-BYE BOXBOY! landed in 
the 3DS eShop two years ago, it was 
treated like a finale for the franchise 
— | mean, come on, it had "bye-bye" 
right there in its name. And, at that 
time, | made my peace with the pos- 
sibility that it could really be the last 
time we'd see Qbby in action... but | 
doubted it would be. Now, thankfully, 
it's confirmed that we're living ina 
timeline where the BOXBOY! saga 
gets to live on beyond the end of its 
3DS era, as the series has been given 
a fourth (and, again, hopefully not 
final) outing on a new platform: the 
Nintendo Switch. 

If this fresh start is also serving as 
your first look at the series, it’s just 
about as simple of a gameplay idea 
to understand as possible: You area 
box-shaped boy, and you have the 
power to create more boxes of the 
same shape and size as yourself in 
order to solve puzzles. Beyond the 
debut game from 2015, though, new 
wrinkles and gimmicks have been 
added to the gameplay for each next 
adventure, and the hook for this one 
is that you aren’t just a box-shaped 
boy any more — you're also а box- 
shaped girl! 

BOXBOY! + BOXGIRL! makes co-op 
two-player puzzle-solving its focus. 
Well... іп its marketing, at least. In 
practice, the game is still chiefly 
geared toward single-player play, as 
it includes three campaigns to clear, 
and co-op's only in one of them. 
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"A Tale for One" is the first story, 
and it's traditional, solo puzzling fun. 
You can choose to be either Qbby or 
Qucy, but there's no difference in 
either half of the duo. Your chosen 
walking box tackles levels alone, 
making boxes to cross over pits, step 
over zapping electric traps, hop over 
long stretches of spikes... 

That last one's new. "Hopping" 
with a vertical column of boxes still 
attached to the hero's side, like a 
pogo stick, is a new mechanic that 
debuts in this sequel. You also gain 
the power to fling boxes horizontally 
across the full expanse of a stage 
(until they hit a wall), and you get a 
ground-pound move to slam boxes 
down into the dirt below your stubby 
feet. Past BOXBOY! games mixed up 
the core gameplay with special box 
types, letting you make more than 
one box stack at a time . . . here, it's 
new earned abilities that set the 
quest apart from the past, while the 
boxes themselves remain the same. 


| like it, but l'Il echo an old critique I 
had two years ago: Some of the new 
gameplay ideas are introduced, 
played with only a bit, then dis- 
carded before they've worn out their 
welcome. | would have liked to see 
more with these new moves. 

"A Tale for Two" is the co-op story 
that lets you and a friend become 
both box-shaped heroes simultane- 
ously. It ends up feeling a lot like any 
other co-op game you've played 
before: mostly an exercise in com- 
munication between the two of you, 
as you talk over each other and try 
to coordinate your on-screen 
actions. It's not nearly as frantic as 
something like Overcooked, though, 
so if you're looking for a patient two- 
player experience that lets you take 
your time in overcoming each 
obstacle, this would be a perfect fit. 

Alternatively, the Tale for Two can 
be played solo as well. In that mode, 


NINTENDO 
HAL LABORATORY 


control of both Qbby and Qucy goes 
to you, the lone player, and you can 
swap back and forth between the 
two with a button press. You can't 
move them both at the same time, so 
you have to approach the puzzles in 
a different way than you would with 
a friend. But, you know? I dig it. The 
fun of playing co-op with my 7-year- 
old and giggling as we both acciden- 
tally (and sometimes intentionally) 
drop each other into a pit is wonder- 
ful, but | also love taking on these 
puzzles by myself and working out 
which hero needs to move where and 
when all by my lonesome. 

Finally, there's "A Tall Tale." A 
third full story that could have been 
its own game, it kicks Qbby and Qucy 
out of the spotlight and gives us a 
playable Qudy instead! He's the tall, 
double-stacked rectangle pal who's 
been an NPC for years now, and his 
gameplay is totally unique since you 
have to constantly manage the ori- 
entation of his lanky body. If you 
begin to build a box while he's 
standing upright, it'll come out as a 
vertical rectangle too — but if you 
twist him over, he can produce 

horizontal rectangles as well. 

It's a fun break from the norm 
of always having tiny squares 
for the boxes . . . and it's silly 
to see him have to duck down 
to fit through the goal doors. 
Allin all, BOXBOY! + BOXGIRL! is a 
fantastic continuation for this not-so- 
finished-after-all franchise. And it's a 
great value, too! An eShop pricetag 
of $9.99 scores you basically three 
sequels' worth of content. So get out 
and support this one, so the saga can 
continue even further! - LUCAS 
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IF SPONTANEOUS BOX creation with a retro feel is 
still on your mind after you’ve completed the quest of 
BOXBOY! + BOXGIRL!, consider this homage to the 8-bit 
NES ега. Alwa's Awakening chronicles the '80s-esque 
adventure of a girl named Zoe who's been magically pulled 
into a world in need of a hero. A hero with a magic wand that can 
make boxes on command! 
Though Zoe starts her sidescrolling quest without that ability, it's discovered 
very early on in the journey and becomes the game's signature mechanic. Zoe's 
magical blocks are multi-purpose, serving in different situations as shields to 


safeguard her from incoming enemy proj 


of extra vertical reach when the next pla 
unaided, or weights to place atop of swit 


ectiles, or stepstools to give her a bit 
tform is just a bit too high to leap to 
ches to open up otherwise closed 


doors. Only one box can be active on-screen at a time, but Zoe can create as 
many of them as she wants — provided she waits a few moments for her magic 
meter to cool down between separate box summonings. 

Walking, jumping and occasionally causing a box to appear is the focus of 
much of this adventure, which is overall pretty slow-paced and low-impact. 
Kind of an easy-going old-school romp. But things do get slightly more complex 
as you make further progress and Zoe gains the ability to cast two more magic 
spells: summoning bubbles and flinging fireballs. 

The fireballs are what you'd expect: a long-distance attack option for combat 
situations when you'd rather keep out of harm's way and not close the gap to 
strike a foe directly with Zoe's common attack, a blunt bash with her wand. The 
bubbles are a little quirkier in that they mostly reproduce one of the effects 
that the boxes already served: helping Zoe reach places that are a little too 
high up as she hops on them like stepstools. With only three magic spells to 
wield, it's odd that Alwa's Awakening doubles up gameplay functionality on two 
of them instead of going for something really different. 

With that small suite of spells and her own two feet, Zoe explores an inter- 
connected Metroidvania world searching for items, treasures and boss enemies 
to destroy. It's a decent map, but I feel like it doesn't respect the player's time 
very well. There is a lot of seemingly needless backtracking (once I took a small 
branching path to collect a tiny optional item and it forced at least 10 minutes 
of going back through rooms I'd just passed through moments before), and you 
aren't given much direction to guide you to where you should go next through- 
out the game. The first NPC villager you come across seems like he'll offer 
helpful guidance . . . but then he just repeats the exact same hint for the whole 
runtime of your playthrough, when its usefulness expired in the first half hour. 

So, in those ways, Alwa's Awakening is perhaps a bit more of a throwback to 
the NES era than it should have been. But it's still quite charming! — LUCAS 
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The Dandelion Strikes Too 


TRAVIS STRIKES AGAIN: NO MORE HEROES 
DOWNLOADABLE CONTENT BATCHES 1 & 2 


FIRST, A QUICK word on the free updates that Travis Strikes Again has seen 
since launch. There are now over 19 additional T-shirts to collect, including two 
based on The Legend of Zelda: The Wind Waker. In order to apologize for a bug 
that scrambled everyone's clothing collections that came with a prior update, 
the devs have made all these shirts instantly obtainable. It's a fun treat for 
those who are easily pleased with purely cosmetic content additions. 

Which brings us to Black Dandelion, the game's first batch of paid DLC. 
Sadly, most of the new content here is also cosmetic. There is one new charac- 
ter: Travis' protégée and would-be love interest Shinobu Jacobs. In her 
dynamic, revealing gold outfit, she looks about as different from the slovenly 
Badman and hipster Travis as you could ask for — but other than that, she 
doesn't bring much that's new to the table. Other than a couple of new skills, 
she jumps, hacks and slashes in more or less the same way her partners do. 
There's also a new visual novel story that unfolds, this time focusing on the 
origins of Badman, but it's not necessarily worth the price of admission. The 
writing is stellar, filled with tension and symbolism about the nature of life, 
family and the para-social relationships that every online person seems to 
experience these days. The downside is, like all of the game's visual novel 
elements, it's not playable, making it something you could enjoy just as thor- 
oughly for free on YouTube. 

Bubblegum Fatale, the second DLC package, is more substantial. It also 
features a new character, the one and only Badgirl, but she isn't unlocked until 
you beat an all-new level called Killer Marathon. Featuring an opening cine- 
matic that feels right out of a classic Go Nagai manga, this Death Drive adven- 
ture is by far the hardest and most complex challenge in the game. It tasks you 
to blast through a giant pinball machine that stretches across the land, under 
the sea and even into outer space. The whole thing is timed as well, so you can 
never stop running, even on lower difficulty levels. It all culminates with a 
battle against Silver Face, a new boss who has a reputation for inhumanity 
that's about as bad as it gets. 

This being a Suda51 story, not everything is as it seems. 

True to his name, Silver Face ends up being less of a 
villain and more of reflection on Travis' lament as a pre- 
scripted video game character cast in a role he never 
asked for. Defeating him serves to give full closure to 
Badman's plotline, while Travis’ wraps up in a new text 
adventure. We finally find out what happened to Travis' 
family, and why he's been hiding out in a trailer all these 
years. There's also a hint of who he may fight in No More 
Heroes 3 (see more on Page 45), making it the superior 
of the two DLC bundles. — JONATHAN 
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Even More Blocks to Drop 
TETRIS 99: BIG BLOCK DLC 


TETRIS 99 IS a fantastically fun game and a great challenge, so I was thrilled 
to see that it was getting new content. Dubbed the "Big Block DLC," the $9.99 
add-on brings two new modes to the base game. 

The first addition is the CPU Battle, which is essentially an offline practice 
mode. | was honestly surprised this wasn’t included originally so players could 
test strategies, but it is a welcome mode that can present a lofty challenge. 
Those Level 5 CPUs are tough to beat! 

You can also adjust how many badges you start with — which can give you 
an early advantage, but can also paint a target on your back. It’s also nice to 
know that experience points can also be earned in this mode (though for right 
now your level seems to be largely superfluous, aside from boasting). 

The other mode added is the classic Marathon Mode, wherein players race 
the clock to score points while they attempt to reach the goal of 150 lines. You 
can change the level from 1 all the way up to 15 for added challenge. 

The game saves all your stats in these modes, and they can all contribute to 
your level, but playing the original mode gives the most experience points. 

The other option here is to play to "999 Lines" — which is quite a feat if you 
manage to complete the challenge! 

If these were the only two modes that Tetris 99 was ever going to receive 
under the Big Block DLC, Га say the price is too steep — but the game's official 
website claims that a one-time purchase of this DLC package will net you all 
future additions. "Get additional modes for Tetris 99 as they are released with 
the one-time purchase of this DLC." That's the exact statement, heavily 
implying that more are on the way in the future, but they're simply being 
spread out over time instead of all being dropped at once. 

There's no word on what these other modes might be, but Tetris has a deep 
history of offline modes like Sprint or Ultra, and nothing's saying they won't 
add more online modes as well. There's no real bonus for jumping in early, 
though, so players balking at the price may want to simply wait until a mode 
that entices them is added. I was surprised a simple bonus, like an avatar or 
theme, wasn't available for early adopters of the DLC! Just two added modes 
seems paltry compared to what some other games offer at that price point. 

Right alongside the announcement of this paid content was the 3rd Maximus 
Cup celebrating the 35th anniversary of Tetris earlier this year. The cup lasted 
the weekend of May 17, and participants battled to accumulate at least 100 Cup 
Points for a retro reward: a theme featuring the style of the original Game Boy 
version of Tetris! These Maximus Cups have been running monthly since March, 
and each one awards a prize of 999 My Nintendo Gold Points to 
each of the top 999 players. І hope they continue, because 
they're a great way to bring out the best players — and if 
they play well enough, they could even earn enough 
points to buy this DLC on Nintendo's dime! — BRETT 
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Cocktails and Conversation 


WELCOME TO GLITCH CITY. The year is 207X, and technology has advanced 
to a point where cybernetic upgrades, self-aware androids called Lilim and (for 
some reason) talking dogs are commonplace. This is the world of VA-11 HALL-A, 
a visual novel by Ysbryd Games for the Nintendo Switch. You play as Jill, a bar- 
tender who works at the bar located at VA-11 HALL-A (pronounced "уа аа"), 
along with her boss Dana, her coworker Gillian and the regular customers who 
seek Jill out for a sympathetic ear. 

VA-11 HALL-A's worldbuilding plays out through message board posts, news 
articles and the conversations Jill has with her customers, without ever setting 
foot outside Jill's home or the bar. Serving a stronger drink will get your cus- 
tomers a little more talkative, but you may end up with less money in your 
pocket. Getting the best ending depends on you serving the right drink to the 
right person at the right time, but you'll also have to balance Jill's needs — 
missing an essential bill or not buying the latest hot item will weigh heavily on 
her thoughts, forcing you to rely on your memory in order to fill a drink order 
later on. The visuals and audio are based on anime adventure DOS games from 
the early '90s (with a shout-out to Windows 95 every time you save), and there 
are also nods to classic cyberpunk anime such as Akira and Bubblegum Crisis, 
along with a good dose of modern pop culture. 

The bartending interface is designed to be navigated by using either Joy-Con 
buttons or the Switch's touchscreen — after a few hours of playing using the 
Joy-Cons, I switched to the touchscreen and found it vastly superior. Either way, 
both options are well designed, so it all depends on if you want to hear the 
phenomenal soundtrack through your TV or the smaller Switch speakers. 

There's not much to do other than advance conversations and serve drinks, 
and while there are a few sequences that break up the cyberpunk bartending 
action by giving us a closer look at some of Jill’s regulars and her relationships 
with her coworkers, | wish there were a few more of them. | also wish there 
were a way to fast-forward or jump to a specific day in the story in a New 
Game* playthrough. 

Contentwise, in my opinion, VA-11 HALL-A is rated Mature with a capital M — 
and one of the reasons is Dorothy, a Lilim regular who's leveraged her con- 
struction into success in the world's oldest profession. While at first | felt 
squicky about her characterization, | started to accept her as she told Jill and 
the others about asserting her boundaries and rights. 

While | enjoyed VA-11 HALL-A and its expert worldbuilding, this visual novel 
may not be for everyone, and I absolutely wouldn't recommend it to anyone 
who's underage. But if you want to settle back with a drink and a snack and 
enjoy a story that's equal parts salacious and introspective, 
this is one title | would highly recommend. — REBECCA 
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А Reinvented Adventure 


CAN'T WAIT FOR the remake of The Legend of Zelda: Link's Awakening on 
Switch? This might be the perfect interim adventure, as the gameplay is all 
Zelda, but the rest is something unique. Smash pots, light torches, find secrets 
and open treasure chests, all in a procedurally built "rogue-lite" world that 
remakes itself after every era. 

You play as "The Sword," the local hero tasked with saving the islandfolk 
from the titular Mormo and her curses. Defeat Mormo in an era and the next 
100 years on the island are peaceful, but lose and Mormo's agents of evil reign 
for a century. You'll see the progression, or regression, of the island's struc- 
tures and inhabitants as you pass or fail at your given tasks. 

The basic structure of each era tends to be the same, with slight alterations 
based on how well you do. You're given a certain number of in-game days or 
hours to explore each era's map. The goal is to buff yourself before the big 
battle with Mormo by entering shrines. Toy shrines give you "Toys of Legend" 
that will then be used in trial shrines to solve puzzles, defeat a boss and 
destroy an "Anchor" which will weaken Mormo and her tower. In-game time is 
halted for all caves, houses and dungeons, giving you a chance to thoroughly 
explore an area and level up if necessary. 

Several other sidequests are given by the island inhabitants, like fetch- 
quests, bounties or collectathons that provide currency or other treasure. The 
entire issue of in-game time means you're constantly hounded by the clock, 
which makes the problem of extended load times that much more exacerbated. 
Even going between screens in a dungeon can be a five- to eight-second load; 
it's annoying, but not a deal-breaker. 

The game is chock-full of charm, and the aesthetic looks like an amalgama- 
tion of styles from Cartoon Network. Toys are your tools — like golf clubs, 
drones and vinyl records — and you can place stickers on your body and sword 
for bonus effects. Enemies range from cute to imposing to both, and each has 
an attack style or weakness that you have to account for while battling. Swarms 
can pose a major threat and can easily overwhelm, but as long as you don't die 
in the last dungeon, your dung beetle deity guide/friend Puku can save you and 
bring you back to your house. The overall challenge never gets too tough, espe- 
Cially if you manage to destroy the Anchors, and the puzzles don't bend your 
brain too much. 

The game also attempts to keep the era loops fresh by introducing new 
elements, but the game is repetitive by design. There is an overarching plot 
that takes several iterations to reveal itself in surprise twist fashion, so there is 
areason to keep going. (I should definitely warn that | had a game-crashing 
error while in the very first Mormo battle, so the technical 
issues of the game can rear their ugly heads.) Those who 
want a more stable outing may want to wait for Link's 
rehash! — BRETT 
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Aggressive Negotiations 


THE STORY OF Shakedown: Hawaii 
dates back to developer Brian 
Provinciano making a homebrew NES 
game called Grand Theftendo — it 
tried to take the spirit of Grand Theft 
Auto III and transform it into an 8-bit 
adventure. That project eventually 
became the WiiWare/3DS/Switch 
game Retro City Rampage, which 
heavily parodied 1980s pop culture 
with a story that involved massive 
overtures to various classic videos 
games and movies like Back to the 
Future. It's a super cute game, 
though іп my eyes, it always veered 
more toward parody than fun. No 
matter how you shake it, Retro City 
Rampage was an enjoyable romp. 
After first being announced for 
Nintendo Switch back in 2017, Vblank 
Entertainment's follow-up has finally 
debuted, taking a lot of the style and 
elements of Retro City Rampage but 
updating them for the 16-bit era. 
Where Retro City Rampage was 
inspired by Grand Theft Auto III, 
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Shakedown: Hawaii echoes more of 
Grand Theft Auto V — especially with 
the three protagonists at the helm of 
the fractured '80s-referencing story. 

The three characters are all a dif- 
ferent shade of scumbag, with the 
nameless CEO of a retail store chain 
getting his hands dirty to save his 
company from modern innovations 
alongside his dopey son Scooter and 
the enigmatic Consultant. You can 
switch between them when you get 
the gang together, but it mostly func- 
tions as a superfluous inclusion. A 
variety of missions dot the story, 
which takes the trio across Hawaii to 
take down online retailers, stream- 
ing services and ride-share compa- 
nies in an effort to shake down the 
island and take it back over. Violence 
is overt, but the presentation and 
graphics make it more goofy than 
mean-spirited. 

Everything is driven forward by a 
good amount of missions, most of 
which involve going from point to 


point in the decently large top-down 
city. Early ones set up future side- 
quests, a lot of which center around 
buying up the island's real estate. 
The idea of buying up shops and 
such that then earn you money while 
you play missions is fun, but it's rela- 
tively easy to game the system and 
just earn oodles of moolah. The 
economy is easy to cheese, which 
doesn't necessarily break the experi- 
ence — it just places a greater focus 
on the game being deliriously fun 
instead of challenging. 

But for better or worse, it doesn't 
cross through into being that much 
fun. There's a lot to do on this island, 
and the graphical presentation — 
from the variety of cars you can 
hijack to the various locales — makes 
for a nice place to toddle around in. 
Even more so because there are 
radio stations — a very Grand Theft- 
influenced addition — that offer 
some good musical vibes to fuel your 
driving and hostile takeovers. 

Shakedown: Hawaii is more of a 
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playground, though, which in some 
respects means it successfully aped 
my favorite aspects of Grand Theft 
Auto. The story missions skew easier 
and a lot of the side missions get on 
the repetitive side, with a lot of novel 
but short-lived arcade minigames. I 
really enjoyed exploring the SNES- 
like Hawaiian world here, but the 
actual in-game travails were a little 
less compelling. 

Overall, there's enough charm 
here in Shakedown: Hawaii to wring 
out a number of hours of enjoyment. 
Your mileage may vary depending on 
your predilection for '80s references 
and wanton destruction, but much 
like its predecessor in Retro City 
Rampage, this adventure rides out 
the charming setup and presentation 
to a mostly enjoyable end. My sincer- 
est hope is that, somehow, Vblank 
takes the next game into primitive 
3D N64-inspired graphics and 
instead of Hawaii, it's like Space 
Station Silicon Valley (humorously 
made by the studio that makes 
Grand Theft Auto), but with a harder 
Grand Theft Auto influence. - NEAL 
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Deal with What Үочге Dealt 


THE STEAMWORLD SERIES can 
do no wrong. After humble begin- 
nings on DSiWare with SteamWorld 
Tower Defense, the franchise leapt to 
Dig, then Heist, then Dig 2... always 
on the move, never sticking with the 
same genre for long. Now, with 
Quest, the brand’s branched out yet 
again — and this may very well be 
the best design yet out of the whole 
set of masterpieces! 

A card-battling turn-based RPG is 
what Image & Form has offered up to 
us this time around, and it is exqui- 
sitely executed. All facets of this 
game feel nearly flawless, from a 
gorgeous graphical presentation to a 
sensational soundtrack to a (most 


important of all) gameplay system 
that feels polished, unique and 
totally addictive. 

The story finds a set of three robo 
adventurers setting out on a quest 
together — ultimately to save the 
world, of course, but at first the 
motivation for our main character, 
Armilly, is simply that she wants to 
be recognized as a real hero instead 
of just being ignored and dismissed 
all the time. It's a relatable and very 
human goal made all the better due 
to it being sought by a clockwork 
knight! Her allies from the start are 
Copernica the mage and Galleo the 
healer, and together they strike a 
great balance of dealing direct 
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damage to foes, firing off spells from 
afar and keeping the whole group 
buffed and maxed out on HP. As the 
plot progresses the starting trio end 
up recruiting other allies whose roles 
in battle are a little less straightfor- 
ward and therefore trickier to use — 
so it’s on you whether you want to 
stick to tried-and-true D&D fantasy 
party basics or get a little more 
experimental with the composition 
of the team, as only three allies can 
actively fight at a time. 

All of the heroes are bound by the 
luck of the draw, though, as the card- 
focused design of Quest means a 
random hand of possible actions is 
dealt to you to use on each turn. The 


THUNDERFUL 
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construction of your decks is critical, 
but thankfully not overwhelming — 
each hero has a personal deck of just 
eight cards at a time, and that’s not 
too many to manage. The hard deci- 
sions come on the deck-building 
menu screen, where you could find 
yourself spending tons of time in 
tweaking ratios to find the right 
balance . . . and, again, you have the 
choice to stick with an easy array of 
basic damage-dealing cards and 
simple healing spells or else go wild 
with optional cards that offer crazy 
status effects or high-risk gambles 
for greater damage. It's really bril- 
liant all around! You can make the 
game as complicated or as simple as 
you want it to be. Maybe do a first 
run on the normal difficulty level and 
experience the story while focusing 
on the easiest party members and 
most basic decks, then go for a 
second run with the challenge 
cranked up higher and test your 
skills by forcing yourself to use more 
difficult cards and characters? 

In all my hours spent with this 
adventure, only two things irked me: 
the hit detection for scoring a pre- 
emptive strike on a foe often felt off, 
and ! also didn't like it when I ran 
into a fight that I felt unprepared for. 
For example, at one point I had built 
my deck around maximizing fire 
damage, but then I ran into a boss 
who was immune to fire — the battle 
that followed was tediously slow. An 
option to rebuild your deck during a 
battle would be great! (Maybe you'd 
have to sacrifice a turn to do that.) 

The SteamWorld just keeps on 
picking up more and more steam. I 
can't wait for what's next! — LUCAS 
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А Cupful of Cartoon Chaos 


WHEN ОВАСОМ LAIR hit 
arcades in 1983, it set the bench- 
mark for traditional cel animation in 
video games. More than three 
decades later, Cuphead has raised 
the bar so much higher that future 
creators will need oxygen masks to 
approach that elevation! 

Cuphead was born of developers 
Chad and Jared Moldenhauer’s love 
for 1930s-era rubber hose cartoons 
— in particular the works of Fleischer 
Studios, known for such classics as 
Betty Boop and Popeye. Every 
squash and stretch has been 
rendered in painstaking detail and 
assembled into a surrealist menag- 
erie, set against a beautiful backdrop 
of watercolor landscapes and scored 
by a bouncing big band and ragtime 
soundtrack. (It was this insistence on 
authenticity that forced three 
separate year-long delays to the 
game’s original 2014 launch date!) 

As summarized by an apropos 
barbershop quartet theme song, 
Cuphead and his brother Mugman 
have gambled their lives away to the 
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Devil and are now forced to make 
violent house calls to other poor 
saps with underworld debts. This 
turn as reluctant reapers takes 
shape as a run-and-gun boss rush, 
armed as the duo is with finger 
pistols and three hit points in the 
tank. 


Most levels eschew standard plat- 


forming and cut right to the meat 
and potatoes. There are nearly 20 
screen-filling cartoon crazies to 
square against, and they've got 
multiple maniacal forms with which 
to defend their immortal souls. 
There's a clan of overgrown produce 
led by a psychokinetic carrot, a 
mermaid/Gorgon hybrid and a 
cigar-chomping rat who operates a 
giant cat mech, just to 
name a few. 

And they will destroy 
you! 

Since these chaotic 
encounters are the core 
of Cuphead, Studio MDHR 
felt compelled to make them as 
cutthroat as good sense would 
allow. Bosses exhibit clear 
patterns that, thanks to respon- 
sive controls and explicit visual 
feedback, can be tackled by players 
of any skill level as long as they 
maintain a cool head and steady 
aim. Repeated trials are neverthe- 
less necessary before one can crack 
the proverbial code; to that end, 
a progress bar charting how 
much damage you've in- 
flicted and how many 
phases remain appears 
whenever you bite the big 
one. That bit of encourage- 


ment conveys so much more than a 
bog-standard health meter ever 
could! 

And when the going gets too 
rough, you can always call a buddy! 
The parry maneuver — a basic action 
used to deflect pink enemies and 
projectiles in order to rapidly fill 
your super meter — takes on an 
immensely useful secondary function 
during co-op play. After your partner 
dies, you can parry their lingering 
ghost to restore their life with a 
single hit point; as long as you're 
quick on the draw, the two of you 
can continue to pull each other from 
the brink until victory is assured. 


Of course, setting down the con- 
troller and spectating has its benefits 
— in a game that typically demands 
so much of your concentration, when 
else are you going to be able to drink 
in the rich atmosphere? 

A small handful of traditional 
sidescrolling stages exist as a 
reprieve from the main action, but 
because they're so few in number 
and lack the inventiveness of the big 
encounters, they come across more 
as padding than fully realized chal- 
lenges. That doesn't prevent the 
game from achieving genre excel- 
lence, though. Cuphead is such a 
masterclass in style and control that 
the few errant ink blots vanish in a 
Technicolor wonderland! - TONY 
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An Introductory Course 


GREETINGS. MY NAME is Byleth. I am the newest professor here at the 
Officer’s Academy, and I’ve been informed that one of my duties is to introduce 
potential new recruits to the campus. Very well. As I am still adjusting to life here 
myself, it would do me good to lead an extended tour of the grounds and facilities 


and further familiarize myself as well. Shall we begin? 


Ah, what's that? You say that you're unfamiliar with the Fire Emblem video game 

series in its entirety, and that you require a full explanation of its ways? Your words 

are strange to my ears, friend, but I take them to mean that you are truly a novice in 

every sense. No matter. I was once a beginner myself as well — as were we all here at the 

Academy - and I hold no ill will toward those who lack knowledge, but only those who have 

no desire to seek the knowledge they lack. As you are here now and speaking with me, I can 
surmise that you are no fool, and your willingness to learn is genuine. 


So let us approach this tour in the manner most befitting a true beginner. I shall offer you an 
overview of one subject at a time, keeping my words plain and presenting examples as best I 
am able. I beg you to have patience with me in this endeavor, too, as these will be my first few 

lectures, and I admit to feeling unprepared. My first class of students, I’ve been told, won’t 
arrive until the 26th iw of July, and I had planned to fully prepare for my 


new position as a professor before that date . . . 


Excuse me. I beg your pardon for dwelling too long on my 
own circumstances here in this first meeting. I just feel 
like some grand adventure is about to begin for me! 
But of course that can't be true, as the life of a 
teacher is hardly one of much excitement... 


I tarry too long once again! Enough talk from 

me, then. Let us begin our tour straight 

away, as first I will regale you with a brief 

recounting of the history of this “Fire 

Emblem video game series” you spoke of 
but amomentago. To knowledge! 


HISTORY 


THOUGH THE STUDENTS who enroll here at the Officers 
Academy hail from a wide variety of backgrounds and life circumstances, 
the goal that drives each of them forward is the same: All want to live а Ше 
of true impact. They want to learn in order to better themselves; they want 
to better themselves in order to better the world. Perhaps, in time, those 
who graduate from these hallowed halls will ultimately become such 
heroes as to be remembered in song and legend for centuries to come! 

Such memories of the past are the first and most important lesson to 
learn for all students — we must command a full understanding of where 
our world has been before we can truly move forward to guide society into 
its future. This “Fire Emblem video game series" you mentioned moments 
ago — it must surely align with the Fre eras of history as passed down in 
writings and oral tradition in our land today. Allow me to review. 

The oldest and most legendary tale is that of the Hero King Marth. His 
adventures were first chronicled decades ago, and it is said that his quest to 
recover his family’s heirloom Falchion was epic indeed - that blade was the 
only weapon capable of defeating Medeus, the vile king of the Earth 
Dragons. We are fortunate that Marth and his allies were victorious in this 
endeavor! 

But word of his deeds did not reach all peoples of our planet, I regret to 
say. Not for many years after! Today, scribes in each land and 1 
every language іп our world ensure that each legend is made available to all 
countries and kingdoms. Sadly, before those wordsmiths began to provide 
that service some 16 years past, many more stories like Marth’ were lost to 
those of us living in the Western reaches. 

The war in the continent of Valentia, waged by rival gods Mila and 
Duma, was unknown to us for decades – only recently did we receive a full 
retelling of the heroism of young Alm and Celica. The Holy War waged in 
the continent of Jugdral? Kept hidden from us. Even smaller tales, such as 
that which took place in the Thracian peninsula during that same conflict, 
have only been spoken to our ears by laymen. Though they receive no 
P for their efforts, without their translations we would surely still 

e left in the dark about what transpired in those places and times! 

That first era of history, when all words were foren to us, thankfully 
gave way to a second a Beginning with something called a “Game Во 
Advance,” the deeds of our forebears were translated and recorded for all. 
I still remember the first telling of the legend of The Blazing Blade from 
my youth! The flame-haired Fliwood, the swordswoman of А plains Lyn 
and the axe-wielding lord Hector all came together as a mighty team, and 


crushed the sinister schemes of the sorceror Nergal! Truly a tale of great 
deeds capable of stirring the spirit of heroism in any youth’s heart. I myself 
would not be here today were it not for those glorious three! 

Such was the popularity of that story that others soon followed. The 
tale of Princess Eirika’s flight from danger when her kingdom was betrayed 
by the Grado Empire. The inspiring epic of Ike, the son of Greil, a famous 
mercenary - a tale not unlike my own! And then Ike’s second adventure, 
when he encountered Micaiah and Sothe. 

If these names ring unfamiliar to your ears, fear not! There will be no 

uiz during a simple campus tour. It is enough for you to simply recall that 
there are three eras of history in our world - the details you may choose to 
study further in the future, if you choose. 

The second age came to an end after a decade, following in the steps of 
the age that had preceded it, as it too spanned 10 years of time. Fittingly, the 
IO years now most recently passed to us neatly encompass a third, and for 
now, final era of history. 

I recall now hearing word that the storytellers of our world grew weary 
around a decade ago, and that they honestly considered halting the telling 
of new tales! They put all of their effort into weaving what might have 
been one final ode . . . the tale of the Awakening. But the citizens of our 
land and all others loved their work so greatly that the storytellers were 
rejuvenated and inspired to continue further! Truly, the deci of Chrom, 
his daughter Lucina and their ally Robin were the greatest yet recorded in 
all of history. I am not surprised in the least by the success of their story! 

Following on from that point, the forked story of the Fates was next 
introduced to us. A truly unique tale, as I myself heard it spoken in three 
entirely different manners from three different storytellers! It seems those 
from the Kingdom of Nohr recall the events of those days in a way wholly 
removed from the recollections of the people of Hoshido, so be advised to 
consider the birthplace of those to whom you both listen and speak. 

Finally, as I mentioned before, the most recent tale of our world's 
history to be brought to our attention was that of Alm and Celica - 
though I have heard from a few elders here at the Academy that the telling 
we received just two years ago was much more colorful and interesting 
than the original recounting of those same events. I suppose we should be 
grateful to have been told the tale at all! 

And that, my prospective student, brings us to today. The next legend 
to be recorded in our history may well be your own! And I will play the 
role appointed to me in your story, as well. If you would allow me! 
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POLEMOLOGY 


ENOUGH TALK OF the past. On to the core curriculum here at 
the Officer’s Academy: studying the art of war! 

This is no quaint, simple school of quiet reflection and isolated 
introspection - this is a military academy, and we pride ourselves on 
preparing students like you for the harsh realities of warfare that 
plague the world outside our doors. From suppressing npe to 
eliminating the nuisance of roadside thieves and all the way to how 
to overcome such incredible, towering beasts as dragons, we will 
teach you the tactics you need to succeed . . . and survive. 

Thankfully, in our world, all men - be they noble or the worst 
sort of wretched fool — and indeed even all beasts of land, sea and sky 
all respect the rules of engagement in any conflict. (Truly, some 
divine hand must guide Kw our movements and actions in such 
serious situations!) 

The most important of all basics to understand is the grid. Our 
allies and enemies alike all respect the boundaries of squares that 
dictate where they may stand and walk on any battlefield — whether 
in a true field or even in close quarters inside a castle, fortress or 
dungeon. Ав a commander of a squadron issuing orders to your 
units, you will tell each individual where to move and when. Fach 
unit holds fast to the number of steps he or she is allowed to take 
before resting! So you must manage die movements of all in order to 
position uh one properly, preparing for incoming attacks from 
enemy soldiers. 

Most warriors in our world need to close the distance between 
themselves and their foes in order to strike at them - after all, an axe, 
a sword or a spear сап do little without a hand to wield it! So getting 
in close to enemies is a necessity of battle. 

There are exceptions, however! Archers need not be adjacent to 
their targets in order to attack — they can stay well away and loose 
their arrows from afar. Likewise, those skilled in the magical arts are 
often able to cast their spells from well behind the front line of any 
skirmish, yet still reach their enemies with the power of fire, lightning 
or the like. 

Keep in mind the frailty of flesh, however! If you send your allies 
into the fray too fast and enemies surround them, they will surely be 
struck down where they stand. Better to allow those who wear heavy 
armor to lead a charge whenever possible! Though they are slow due 
to the weight of their breastplates, you'll be ары for your 

atience when your enemies are crashing against them, unable to do 
ittle more than put small chinks in their shields. 

The extra mobility afforded to warriors on horseback, the ways in 
which you can use natural terrain to your advantage, taking control 
of traps and doors and even seeking treasure chests durin Lani ante 
all of these things you will learn, and master, as a student here at the 
Officer’s Academy! 
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GEOMETRY 


CAREFUL MOVEMENT ACROSS a battlefield is critical - but 
what happens when the time for movement is done, and enemies 
stand just before you? A clash of ри to be sure! 

Now, you will be encouraged to know that what comes next is 
simply dictated by the type of weapon each combatant wields. А 
“Weapons Triangle” of sorts determines who will have the upper 
hand ina one-on-one fight. Swords will always prevail over axes; axes 
have the advantage against spears; spear wielders will, without fail, 
pue swordsmen. You need only pay attention to the blades in the 
ae of your allies and your enemies in order to easily conquer any 
ое! 

It seems so simple! Сап such matters of life апа death truly be 
determined by a system like this? 

... The answer is no. My apologies, my young, prospective 
student, but this was your first test! Did you pass? 54 you allow 
yourself to breathe a sigh of relief, thinking that warfare could really 
be so straightforward? Or did your skepticism keep my exhuberance 
in check? 

Indeed, the Weapons Triangle that the storytellers speak of as 
playing such a strong role in the tales of legendary heroes like Lyn 
and Ike holds no power in our land. Combat is too complicated to 
be boiled down to a rudimentary equation! 

You and your fellow students will learn to wield swords and axes 
and spears, but none guarantees you victory on the battlefield 
€ any foe using any other. You may even choose to forego such 

assical training and take up entirely new fighting techniques! There 
are many here at the Academy who charge into battle with no 
weapon at all, using only the power of their own fists to brawl with 
ic directly. Never underestimate the power of a practiced 

unch! 
Е And, again, the existence of archers, magic wielders and even 
those with more fantastical battling abilities would all sweep away 
the reliability of such a Triangle, as well. If you find yourself del 
and overwhelmed by the thought that combat could be so complex, 
you might be better served to revisit one of those tales of Fire 
Emblems past in which strategy was simpler before joining us here! 
Your enrollment in the Officers Academy can be easily deferred for 
another year or two. 


A FIRM UNDERSTANDING of movement across a battlefield 
is critical, and the knowledge that no type of weapon affords you a 
sure victory is likewise crucial. However, the art of war contains yet 
more complexities about which we must educate all of our students! 
So, please, allow me to carry on. 

You may have heard the tales of Marth and Roy and Chrom in 
the past and wondered, as I have, how such legendary feats of 
heroism were carried out by bands of so few soldiers. Indeed, it often 
seems like the wars in which they took part were fought only in a 
series of battles between perhaps a dozen warriors on either side at a 
time. Hardly a war at all! More like a handful of small skirmishes or 
street fights. 

Whether those histories are missing details or not I cannot say, but 
know that the conflicts in which Officer’s Academy cadets take part 
are full battles indeed! Each student is an officer in training, after all, 
and what are officers if not the leaders of common soldiers out on a 
battlefield? So every pupil here is placed in command of a battalion 
of enlisted fighters who serve to support him or her directly. 

There are many varieties of battalions! You may be flanked by a 
brigade of cavalry soldiers, each mounted on horseback to speed to 
your aid as fact as possible. Or a host of monks from the Church of 
Seiros! Even an entire flying squadron of Pegasus Knights could be 
assigned to you, should you gain the required authority. Once your 
battalion is in place, it will be up to you to determine their formation 
and order adjustments as needed through the ebb and flow of battle. 
They may also assist you by amplifying your personal attacking 
power from time to time! You may grow to trust your battalion so 
much that, over time, you feel a deep bond established between you 
and they. 

For. 4 not the camaraderie with your fellow Academy students, 
алш The most intimate bonds will be those you’ll make with the 
other young men and women with whom you'll share a classroom. 
Should you form strong enough friendships with your fellows, you 
may find yourself inspired to к feats of strength and resilience 
when near one another in the heat of battle. What joy there is in the 
brotherhood of warriors united in common purpose! What power 
lies in the sisterhood of soldiers facing a common foe! 

And yes, because I am aware that it may be awkward to ask such a 
question of me, I shall answer before you need even speak of it: The 
Officer’s Academy does recognize that, sometimes, love may bloom 
on the battlefield. It is only natural for young men and women to 
think of romance when living in such close proximity to one another 
for so long! However, I must tell you that the Academy discourages 
relationships between students while here. And certainly there is no 
fraternization between students and teachers! Save such things for 
the future, after you have graduated from this establishment. 


GIFTED & 
TALENTED 


I DID NOT seek out this teaching position here at the Officer’s 
Academy, I must confess. It was never my ambition to become an 
educator of any kind, much less a professor at such a prestigious 
institution as this. I suppose I was ыны to Бе here Кот birth, 
though - it is simply E way of things in our world that some are 
born with marks of accomplishment and leadership upon them, 
and some are not. 

I speak literally! Think not my words to be haughty, and think 
not of me as someone seeking only acknowledgement and praise. It 
is a reality of the bloodlines in these lands that some children exhibit 
crests upon their bodies when they are born, and these crests harken 
back to the ancient War of the Heroes. Tokens of the Goddess are 
they! And a heavy burden to those who bear them - but a welcome 
one in battle, as they allow those of us who are so marked to draw 
upon a greater strength than most. 

My own crest, for example, sometimes seems to reinvigorate me 
when I strike at a foe - almost as if some of the enemy' strength is 
stolen and flows into me! Others I have seen are able to lend their 
bearers more might during such a strike, dealing more grievous harm 
to their target than they otherwise might have managed unaided. 

Fear not if you were not born with such a mark, young one. They 
are not the only way to gain an upper hand! Unique abilities are 
more common, and more consistently helpful. Again, I can speak 
most confidently of my own experience — my personal ability suits 
my role asa ae. as those who follow closely behind me in battle 
find themselves improving — gaining experience, one might say - at 
a faster rate than is normal. Others find themselves gaining extra 
strength in the proximity of certain allies, or even animalsi Andsome 
can dodge assaults with ease, as if fate itself were ensuring their 
survival. 

And fear not once more if even those such skills are not known to 
you, as with practice and diligent study, even the most inexperienced 
of newcomers can gain expertise with weapons, 52 or leadership 
skills. Talent is most often earned through hard work! 
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МҮ FRIEND, І сап infer from your manner of speech апа the style of 
your garments that you do not hail from these мең Perhaps you ve 
traveled from a distant part of the world? In that case, I feel I should offer 
you an overview of the countries that surround us - the balance between 
them is the foundation upon which this academy exists. 

The greater continent around us is known as Fédlan. Thought to be 
the home of some of the oldest civilizations of our world, its borders are 
said to have been drawn, erased and redrawn many times in antiquity, but 
the regions now established have been so for generations now. 

The eldest is the Adrestian Empire, located due south of where we now 
stand - though its holdings extend far to the west and east as well, such 
that it commands a territory nearly matched in size to the other two 
regions we shall discuss combined! The imperial capital lies on the 
southern peninsula - on the western shore, where its wealth flows in from 
the sea. Indeed, the people of the Adrestian Empire enjoy near-total 
control of the waters in our realm. With such a vast coastline and so many 
ports муе thatlands edge, how could they not? 

Even still, think not of the entire Empire as populated by seafaring folk 
— its lands are diverse beyond the borders that look out over the water. 
Mountain ranges, а grand plateau, the vast Gronder Field . . . I shouldn't 
be surprised if we should find ourselves visiting several of these points of 
interest in the months ahead. 

Ah, you thought we simply stayed locked away here in these halls, 
hidden from the world? Certainly not! Part of Officer’s Academy training 
is direct experience on real battlefields, and for that we must travel! 
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The Holy Kingdom of Faerghus lies to the north - its royal capital of 
Blaiddyd is nearly directly north of us, in fact, as the crow flies. Or perhaps 
an owl! I have heard a grand academy of the magical arts is to be found in 
that city, and isn’t it true that wizards conduct all their correspondence by 
owl? (Mayhaps I misremember, or am thinking of some other world, 
though.) 

Finally just to the east begins the expanse that lies under the command 
of the Leicester Alliance. No emperor rules there; no king sits on a throne. 
The people instead choose to empower a league of nobles who rule as a 
collective! If such diverse systems of government interest you, perhaps 
you'd be interested in studying them further once you enroll? 

Ah, but that is a problem that I hadn’t yet considered until just this 
moment. As an outsider, you would have to submit a formal request for 
non-standard matriculation. Our system of enrollment is hinged on our 
students declaring a background aligning with one of the three regions I 
have reviewed! I don’t believe we have any students in attendance here 
who aren’t from either the Empire, the Alliance or the Holy Kingdom. I 
could ask my superiors about protocol in this situation, if you would like 
me to do so! 

But let us finish with our topic of discussion. The Officers Academy lies 
in the land between all three of the others - the mountains of the Garreg 
Mach Monastery. I suppose the founders sought to settle here in order to 
keep watch over the whole of Fédlan? No peaks stand taller than those just 
around us, after all. Not until you reach the eastern edge of the Leicester 
Alliance, that is . . . and no one ever travels that far! 


in Garreg: Mach Monastery 


THEOLOGY 


WHATS THAT? YOU ask why the Officers Academy was built 
here, on the grounds of the Garreg Mach Monastery? True, it may 
seem strange to an outsider that we educate the future military 
leaders of the world under the watch of a religious order, but that is 
simply another way the divided land of Fédlan is united oes 
here at this crossroads between the three nations. Though all three 
countries I have discussed with you differ in their chosen method of 
governing their peoples, all hold to the truths of Seiros! 

Could it be that even Seiros is unknown to you?! How far afield is 
your home? It pains me that there may be distant lands such as yours 
that have not been blessed with the truths of her teachings. Seiros 
was our truly divine mother, gifted with a revelation г. the 
Goddess herself! She was the guiding force who founded this land, 
and to this day the great Church of Seiros watches over all of Fódlan 
and keeps the peace between the Adrestian Empire, the Leicester 
Alliance and the Holy Kingdom of Faerghus. 

Students come to live and train here at the Monastery out of 
respect for the Church, and as an acknowledgement that this area is 
neutral territory not declared for any of the three nations. To uphold 
order throughout Fódlan, the Church established the order of the 
Knights of Seiros long ago. My own father was honored to serve as 
captain of their ranks for a time! 

Even now, the Knights continue their diligent work. They 
support our students here at the Officer’s Academy, even charging 
into battle to create many of the battalions I spoke of earlier. 

And were it not for the Church, I would; not be here speaking 
with you either! It was none other than Rhea, the current arch- 
bishop and supreme ruler of the Church, who first recognized the 
potential within me and was the one who extended an invitation to 
me to become a professor here. I owe her a great debt, to be sure! 


EDUCATION 


WHAT DOES BEING a professor entail? Once again, I find your 
questions speak to a great potential for wisdom within you! As I 
have said, I am newly arrived to the Officers Academy and have yet 
to begin instruction of my first class of students. But, as I understand 
it, my duties once the academic year begins will be many. 

Primarily, I am charged with instructing students in a classroom 
setting. I will present lectures - on many of the topics I have touched 
upon with you here, during this tour — as well as several others. А 
true warrior and leader must have a knowledge of philosophy, an 
appreciation of great art, a complete command of the entire history 
of Fédlan .. . itis not enough to simply study strategy and battlefield 
maneuvers. 

Often, L am told, it will be necessary for me to work with students 
individually, giving them one-on-one attention. Every pupil is 
unique! Fach has his or her own we dE and weaknesses, and in 
addition to my providing the practical instruction they require to 
develop their skills, I must also be willing to offer a comforting ear 
and hear their worries and concerns. I was guided well by my father, 
and though these students are not my children, as they will live in the 
absence of their parents while attending the Officers Academy, a 
professor must Б willing to fill such a role as each moment 
demands. 

After working with students, I am confident their skills in such 
areas as wielding weapons will improve — they may even gain further 
experience in the reason and faith needed to expertly cast magic 
spells. If the opportunity presents itself, I may also pair two pupils 
together and set them toward achieving a common goal! Such an 
approach would surely benefit them both equally. 

When students first arrive here at the Academy, they will first be 
considered and categorized according to their upbringings. “Noble” 
will be the designation given to those who hail from noble houses, 
while the rest shall be named as “Commoners.” An unflattering 
label, to be sure, but a purposeful one - it is meant to encourage the 
seeking of swift promotion to a greater classification. Written exams 
are available to those students who feel they are prepared to elevate 
their status — ultimately, my goal as an educator is to ensure that each 
of my charges is ready to meet the challenges of those tests and far 
exceed them. Both Nobles and Commoners who succeed in passing 
their first exam will be able to choose to become Myrmidons, 
Monks, Fighters or Soldiers. Then, from that point, they ma 
pursue further specializations as they continue to improve their skills 
in all areas of warfare. 

Ah, I see it in your eyes! Already you are considering your own 
career path. But you need not decide on just one road to travel! I will 
happily guide you toward the completion of multiple exams! 


Group Tasks 


Begin Lecture 
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THE THREE HOUSES 


ANOTHER THOUGHT OCCURS to me 
— as you are an outsider and do not come to us 
from any of the three surrounding nations, the 
standard method of enrollment into one of our 
three houses would not apply for you! It is 
normally a matter of no consideration . . . 
perhaps you would simply be allowed to 
choose which ofthe three you would prefer? In 
truth, the same choice lies before me, as I have 
been asked to make a selection myself - I will 
not have the ability to instruct every incoming 
student, so I must align myself with just one of 
three potential groups. 

Students from the Leicester Alliance all 
become a part of the House of the Golden 
Deer. Their House Leader is a young man 
named Claude, a skilled archer and the Ter of 


the Riegan family, who currently command the 
Alliance. He appears to be a kind fellow from 
what little I know of him so far, though he may 


try to present himself as untrustworthy. 
Perhaps the burden of leadership weighs 
heavily on his shoulders? Nevertheless, he has a 
faithful following of fellow Golden Deer 
students, like Leonie, a hunters daughter who 
looks up to my father as an inspiration, and 
Raphad. the physically strongest and largest of 
all who are errolled at the Academy! With him 
wielding an axe by your side, you'd surely feel 
secure in any battle. 

If a student was born and raised within the 
bounds of the Adrestian Empire, they become 
a member of the Black Eagles when they enroll. 
Their House Leader, Edelgard, is a sharp, 
strong-willed young woman who is next in line 
to become the emperor! It may be intimidating 
for me to take on the challenge of guiding the 
studies of one whose future holds such an 
important role in the waiting . . . should a newly 
arrived professor such as I defer that heavy 
responsibilty to a more experienced educator? I 
am impressed by her fellow Eagles, though, 
such as Caspar, a young man who has adopted 
a weaponless fighting style, and Petra, who has 
arrived from the distant Brigid Isles. 


Finally, you might choose to align yourself 
with the Blue Lions — they are the students 
who hail from the Holy Kingdom of Faerghus. 
Dimitri, the prince of the Kingdom and its next 
king, is cheir House Leader. Once again, I find it 
to be a great honor that I have been given my 
choice of teaching such critically important 
young men and women! Dimitri is always 
attended by the quiet and steadfast Dedue of 
Daska, ind theres a young Blue Lion named 
Ashe who is apparently so gifted with picking 
locks that no treasure chests or doors are ever 
left closed in his presence! A useful friend on 
the battlefield he would be. 

Ultimately, the choice is yours. (As it is 
mine.) Perhaps I might select one of the three 
houses, but then seek to recruit a few of m 
favorite students from the other two and ask 
them to join my gopi I believe such a thing 
would be possible, and that would help ease me 
away from my indecision. 


RECESS 


LET US CONCLUDE our time together with a bit of fun! I must 
offer my apologies to you if I have seemed too stern and serious 
throughout this tour - I have never represented the Officer’s 
Academy in an official capacity before, and I may have come across as 
too uptight. But, even here, we understand that all work must be 
balanced by play! 

lam fond. of fishing, myself. When class is not in session, on the 
weekends, I will often stroll to the water and relax a while on the 
docks, casting about to see what may be biting. It takes practiced 
timing to know just the right moment to reel in a fish . . . but it is 
truly satisfying to land one of impressive size! I feel my father would 
be proud to see my childhood lessons by the riverside have not been 
forgotten all these many years later. 

If you are not so inclined toward rod and reel as I, know that 
several other options are available to you on weekends. Perhaps you 
would rather prepare food to eat rather than haul it in out of the 
lake? Cooking facilities are available to you, and there would surely 
be no faster way to find yourself surrounded by friends than if you 
were able to prepare great dishes to share with your fellow students. 
You might even ask a friend to cook by your side with you! 

Perhaps horticulture is your preferred means of passing any idle 
hours away? Enrollment at the Officer’s Academy includes access to 
the grand greenhouse on the grounds, and there you would be able 
to cultivate plants of all varieties. If you were to grow some especially 
attractive flowers, you might want to give them as a gift to a fellow 
student who has caught your eye! 

When I am not fishing or otherwise engaged in other activities, I 
would happily make myself available to students for extra lessons on 
the weekends. I do not advise focusing too greatly on your studies 
when other opportunities to better yandi a and build bonds with 
friends are around you, but I do respect those who want to go above 
and beyond the normal requirements of the lectures given through 
the week. 

Feeling a bit of wanderlust? A wish to break free from the walls of 
this place for a change of scenery? Students are granted leave to seek 
other activities beyond the Monastery’ territory, from time to time 
— perhaps even to take part in a battle or two. But, most commonly, 
we all will travel to battlefields together, at the end of each month, as 
a group. That is, unless you choose a group other than my own! 

Lastly, sometimes it may be sufficiently restful to you to simply 
stretch your legs and wander about the campus, freely exploring 
your surroundings. There could be no better way for you to find 
other students engaged in their own choices of leisure activities, after 
all, and it may be the best way for you to establish friendships! The 


Academy is a truly vast place to explore, though! 


GRADUATION 


AND SO OUR tour has come to its end. Though there are many 
other topics I could have discussed with you here, I feel that this has 
been а fie overview of what you could expect to encounter, if you 
do decide to pursue enrollment here at the Officer’s Academy. 

Ultimately, itis the goal of all teachers to prepare their students for 
life beyond their years spent in school, and I hope that I do as fine a 
job as I am able in that regard. I would hope to make my father 
proud! He so loves this land of Fódlan and all its peoples. He has 
worked so hard to maintain the peace between the three nations, 
and we are all lucky to have not known war in these past years. 

And if that reality were to change? If, mere years from now, that 
delicate peace might falter? I would hope not to dwell on such a dim 
view of the future, but you do well to consider all possibilities, my 
young friend. I suppose that if war did erupt once again between the 
Adrestian Empire, the Holy Kingdom of Faerghus and the Leicester 
Alliance, that I might be able to contribute in some way to bringing 
peace back to them all. Though I suppose that might be difficult for 
someone in my position, as I will have to make a decision soon about 
which of the three houses to instruct . . . surely the students in the 
two houses I do not select would not bear any ill will toward me in 
the days, months and years to come? I would hate to have to cross 
blades with any of these young men and women in any conflict in 
the future, whether they are Golden Deer, Black Fagles or Blue 
Lions. Hmm ... you have given me much to consider. 

What of you? Where do you see yourself in, say, five years? Your 
time at the Officers Academy would be but a stepping stone to your 
adult Ше... mayhaps you yourself could end up as an emperor or a 
king in such short order! There could be tales written of your heroic 
deeds, as I mentioned when we first began our tour. You could be a 
legend spoken of in the same breath as Lucina, or Corrin! 

In fact, if my introduction to the realities of life here in this school 
of three houses has seemed too much for you to bear at this time, I 
again encourage you to consider deferring enrollment here. You 
could instead start simpler, seeking out one of those older stories of 
past heroes! The tale of Corrin’s Birthright пра Бе the best for a 
true beginner. Though there are many possibilities in the “Fire 
Emblem video game series!” 

That still sounds strange to my ears. I shall bid you farewell, now, 
and perhaps close my eyes for a while. I need to reflect on my choice 
of house a while longer in privacy . . . though maybe that green- 
haired girl in my head could offer some advice... 
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ARLO’S HEADCANON 


ORIENTATION 


A GOOMBA LOOKS into a room lined with chairs — a few dozen It cuts to a Magikoopa, a Wizzrobe and a Space Pirate 
in all. Inside he sees a group of Koopas, а Duplighost, a Metroid, two wearing lab coats. They’re standing around a large diagram 
Chuchus, a Moblin taking up three chairs in the back and a Waddle of a pink puffball with angles and formulas indicating its floating 
Dee getting coffee from a table off to the side. After a final glance pattern. The Wizzrobe is gesturing at it and the others are stroking 
around the room, the Goomba ambles in and sits in a chair near the their chins. 
back. "Our Research and Development Department is always hard at 
Just as he does, an old, wrinkled Space Pirate with thick glasses work finding new ways to circumvent the specific strengths and abil- 
opens the door and wheels in a tall metal stand with a VCR and a CRT ities of the heroes you're most likely to face in the field, and that 
elevision perched on top. He slowly pushes it to the front of the knowledge is used to constantly update and improve the curriculum. 
room, crams a VHS into the slot, punches the power button on the TV, They're also one of the only university departments in the world to 
coughs, then hobbles to the light switch and flicks it off. The Waddle offer courses on Advanced Bad Guy Theory." 
Dee runs back to his seat just in time for the music to start. The camera comes to a series of dorm rooms filled with various 
The image on the TV comes alive. A spunky synth tune plays while baddies. One annoyed-looking Klubba tries to read a book on the 
he title flashes on-screen: "WELCOME TO THE UNIVERSITY OF THE bottom bunk while a Chain Chomp repeatedly jumps on the top. 
MALEVOLENT ARTS!" Then it cuts to a large common room where baddies relax on chairs, 
A pleasing voice begins to narrate as the camera pans around play games and watch TV. Far in the background, a Bokoblin moves 
neatly landscaped grounds: "Greetings, future baddies! Perhaps you a chess piece across a board and raises its hands in triumph, and 
dream of inhabiting a dark dungeon? Or maybe flying between the Bob-omb on the other side of the board explodes in anger, 
moving platforms? You may even aspire to work your way all the way sending pieces everywhere. 
p to the title of Boss, and hide behind your very own door with a "When you're not in class, you're likely to find yourself in your 
skull on it. Whatever your goals, you're here because you want to dormitory or one of multiple spacious common areas. Use your free 
fight and impede heroes in your own special way. And here at U of M, time to study, relax, exchange tips or even play a board game! 
we will equip you with the tools you need to achieve your dreams." (Please alert our staff if you're in need of special arrangements, 
The camera moves inside and shows a series of different class- such as fireproof bedding.)" 
rooms. In one, several students take notes as Gohma points to a white A giant, dragonlike creature is sitting behind a tiny desk with a 
board, her gigantic body hunched over in order to fit inside the room. iny pair of spectacles resting on its snout. Its wings and tail fill up 
In another, a Shy Guy teacher walks down an aisle of desks passing most of the office. It seems to speak in a series of shrieks and 
out papers, and when he places a paper in front of a Like Like, it snarls, and subtitles appear at the bottom of the screen: 
devours him. "Hello. "т Mr. Ridley, dean of this fine university. Our number one 
"We offer a wide variety of degrees, including Henchmanry, Aeria goal is to nurture your innate desire to maim, steal and destroy, and 
Combat, Shell-Based Defense, Minibossery, Oral Projectiles and eve it is our hope that the skills you learn here will open up countless 
General Villainy. Individual courses include Scheme Execution, opportunities in the field of Hero Opposition. And on a more 
Grid-Based Movement Patterns, Coin and Rupee Theft, Flashing Re personal note, | hope you enjoy yourselves! Villainy is both satisfy- 
When Hit, Sycophancy 1 and 2, Swallowing Heroes Whole, Berserking ing and fun, and | promise that the friends (and/or enemies) you 
and Humorous Banter." make here will stay with you forever." 
Footage of a massive gymnasium comes on-screen. Baddies of a Suddenly he pounds the desk with both fists and roars, "NOW GET 
types shoot fireballs and lasers and arrows at targets — some station- THAT CAMERA OUT OF MY OFFICE!!!" 
ary, some on robotic dummies with red hats and sloppily painted-o He opens his mouth wide and shoots a fiery beam directly at the 
mustaches. camera, and after a moment of static and confusion, it cuts to a 
"U of M offers the most robust athletics program in the world, with wide shot of the university grounds with hundreds of students all 
specialized training in every conceivable combat type and dedicated waving. The spunky music rises to its conclusion and the narrator 
facilities comprising over half of the university grounds." chimes in one last time. 
"From everyone here at The University of the Malevolent Arts, 
welcome to the family!" 
The tape goes black, then after a few moments the VCR shuts off 
and the TV screen goes blue. Everyone in the room turns, and the 
Goomba sees that the old Space Pirate has fallen asleep in a chair 
next to the light switch. They all look around at each other... and 
shrug. Then they quietly stand up and shuffle out into the hallway, 
leaving the pirate alone in the dark room, snoring softly. 
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THE LEGEND OF ZELDA: 
BREATH OF THE WILD 2 


Adirect sequel to the masterpiece that launched the Switch is confirmed to be in development! 


WE KNEW IT would happen. After the 
insane success of the original two 
years ago, there was just no way it 
wouldn’t happen. But now? Now we 
have the official confirmation. A direct 
sequel to The Legend of Zelda: Breath 
of the Wild is happening! 

In one of Nintendo’s classic "one 
more thing" megaton bomb drops 
tagged onto the end of this year’s E3 
Direct, a brief video introduced the all- 
new adventure. Though barely one 
minute long, the glimpse was so 
packed full of striking imagery and 
speculation fuel that we'll be all set for 
discussion topics for months! 

The first element that made itself 
apparent is the much darker, more 
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sinister tone to the scene Nintendo 
chose to show — | mean, if this is how 
they reveal the game, the full quest 
must be a true descent into madness! 
Quite literally, perhaps, as the footage 
chronicled a subterranean journey. 
Link and Zelda (the same Link and 
Zelda from Breath of the Wild, it’s 
important to clarify) are deep under- 
ground, slowly exploring a set of cata- 
combs seemingly twisting hundreds of 
feet below the foundations of Hyrule 
Castle. Eventually, the pair discover, to 
their horror, a grotesque corpse — 
from the Gerudo emblems adorning its 
jewelry, its unmistakable red hair and 
the fact that, well, it's enveloped in a 
swirl of evil energy and being held in 
place by a magical seal, it can only be 
Ganondorf. Suddenly, like a zombie, 
the body stirs, snaps its neck around 
and stares into our heroes' very souls! 


It's a gruesome scene. (And so 
much so that younger Nintendo fans 
probably need to skip watching it.) But 
the death stare from the dead man is 
just the beginning of our protagonists" 
troubles, as the earth gives way 
underneath Zelda, threatening to send 
her further down into the depths of 
darkness, while Link, meanwhile, is 
assaulted by a swirl of magical power 
that seems to infuse itself (painfully) 
into his right arm. 

Now, we aren't left with just the 
contents of this creepy clip to use to 
draw conclusions about the content of 
BOTW2, because Link’s right arm being 
corrupted/lost and replaced is an idea 
the Zelda dev team publicly discussed 
previously in a GDC post-mortem on 
the first game. Concept art shared in 
that speech showed Link's arm as a 
shapeshifting all-in-one arsenal — it 


could transform into a bomb launcher, 
or a bow, or even the classic Hookshot 
that we also know was considered for 
BOTWI before ultimately being left on 
the cutting room floor. This sequel will 
likely pick up many of Link's leftover 
gameplay ideas from last time and 
bring them into reality now. 

As for Zelda? The fact she's explor- 
ing alongside Link from the start (as 
well as her new shorter hairstyle) 
could be clues that Nintendo's also 
heard the fan feedback from last time 
about wanting a playable princess! It's 
nowhere close to confirmed, of course, 
but the door seems to be open with 
the way this reveal was presented. 

No launch window was offered for 
Breath of the Wild 2, so it'll be a wait 
for this опе... but hopefully not too 
long of a wait, since the foundation of 
BOTWI is already in place! — LUCAS 


ANIMAL CROSSING: 


NEW HORI 


Get ready to live the island life! 


THOSE OF YOU who were counting 
down the remaining months of 2019 in 
anticipation of Animal Crossing for 
Switch will be waiting in the terminal a 
few months longer: While we have the 
title and setting of the new install- 
ment, we also have a delayed release 
date of March 20, 2020. That’s when 
Nook, Inc. will offer "The Deserted 
Island Getaway Package" in Animal 
Crossing: New Horizons! 

The trailer and demos shown 
during the Nintendo Treehouse 
segments at E3 showed various new 
features, but the one that many will be 
excited about is the fact you'll have 
free reign to design and build every- 
where on your own personal island as 
you see fit — objects and furniture can 
be placed indoors and out, you can 
create your own walking paths and 


your animal friends will ask for your 
OK before setting up their homes. 
You're even given free rein on how to 
customize your villager — changing 
your hairstyle, skin tone or even facial 
features will be as easy as selecting 
what you want to wear today. 

New Horizons will also take your 
geographical location into account as 
well — players in the southern hemi- 
sphere will now have their seasons in 
the correct order for the first time! 
The upgraded visuals make everything 
look amazing — you can see leaves 
rustling in the breeze and the sheen of 
your villager's hair as you watch the 
waves wash up on the beach. Your 
animal neighbors have also gotten an 
upgrade — you can now catch them 
carrying items, or sitting on the 
ground! You've also got some new 


Should І craft something using 


ZONS 


tools at your disposal, like a long pole 
to vault you across rivers. 

Many of these fresh gameplay 
mechanics are inspired by Animal 
Crossing: Pocket Camp, but the smart- 
phone game will not feature any direct 
connectivity with New Horizons. New 
Horizons also reuses Pocket Camp's 
crafting system, which lets you 
assemble tools and furniture from raw 
materials you collect around the 
island. Tom Nook hosts the island's 
workbench for crafting, while his twin 
nephews Timmy and Tommy will 
purchase excess items and raw mate- 
rials from you. You can also earn 
"Nook Miles" to purchase goods by 
completing tasks around the island, 
which you can track on your multitask- 
ing NookPhone. (Is the final bill for 
airfare and your phone plan really just 
49,800 Bells, as Tom Nook says in the 
trailer video?! That seems unlikely.) 


"5 workbench? 
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There are expanded options for 
multiplayer as well. Up to four players 
using individual controllers can play 
on your island at once on a single 
console, and that number can go up to 
eight when you're playing using local 
wireless or Nintendo Switch Online 
(with voice chat also supported). 
During multiplayer, you can designate 
one villager to be the leader and have 
the camera follow them, allowing the 
group to work together on tasks such 
as gathering materials for crafting. 
(Villagers that go off-screen will be 
teleported closer to the leader.) It's a 
great way to work together and attract 
new villagers and new developments 
to your island paradise! 

Only a few species of animal friends 
were seen in the trailer and demo 
video, which leads me to wonder what 
species of animals we'll be meeting 
next, after New Leaf introduced deer 
and hamsters to the mix. Aside from 
the Nooks, we're also uncertain which 
past NPCs will be making a return, 
except one: Isabelle will be able to 
move to your island — but only if you 
prove your worth! — REBECCA 


It's cold outside, huh? Well, stick 
around and thaw yourself out! 


JULY/AUGUST 2019 43 


DAUNTLESS 


An attractive alternative to Monster Hunter. 


MOVE OVER, Monster Hunter: 
There's a new Behemoth in town. 
Developer Phoenix Labs has offi- 
cially confirmed Dauntless will see 
release on Switch later this year. 

Dauntless trims the excess fat 
from the "toppling titanic crea- 
tures" genre. There's no worrying 
about weapon sharpness or dealing 
with pesky smaller beasts, and 
farming resources up front is 
barely even required. That means 
the game puts the focus on battling 
Behemoths like the owlish Shrike 
or electric crocodile Nayzaga. 

Six weapons are available for 
going head-to-head with these 
monsters. The axe acts like Thor's 
Mjolnir, so you can throw it and 
then slam it down on retrieval. 
Meanwhile the chain blades offer 
speed and range. I've gravitated 
toward these in Dauntless while 
playing on Xbox One because of 
their versatility. Plus, the special 
lets me jump off a Behemoth when 
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it’s too close for comfort, or cover 
ground quickly by pulling myself 
toward the beast. 

Speaking of adaptability, my 
Xbox One progress will transfer to 
Switch because of cross-saving 
functionality. Dauntless also 
features cross-play, so there will be 
over 10,000,000 slayers ready to 
team up with you when this port 
arrives — that’s where the game 
will really outshine Monster Hunter. 

On top of that, there’s online 
matchmaking for hunts. Start up a 
Patrol or Pursuit — the two mission 
categories — and Dauntless auto- 
matically gathers three other 
online players for you. For the most 
part, this works smoothly in the 
background while roaming around 
the hub world of Ramsgate. 

Basically, Dauntless has a real 
chance to thrive on Switch. It’s free 
to play, already has a monster- 
sized community and hunts last 
roughly five to 15 minutes. The only 
issue possibly holding it back will 
be performance - it can struggle 
even on Xbox One! — EVAN 


NEW SUPER LUCKY’S TALE 
Will this ex-Xbox fox knock off your socks? 


SLIPPED NEATLY INTO the sizzle 
reel that rounded out the E3 Direct 
was the announcement of Playful 
Studios’ New Super Lucky’s Tale, 
the latest emissary of the 3D col- 
ectathon platformer renaissance. 
Such a casual reveal belies a 
curious series history — Lucky's 
Tale arrived in 2016 as an Oculus 
Rift pack-in, then a sequel, Super 
Lucky's Tale, dropped the following 
year as an Xbox One X launch title. 
Playful apparently likes to use 
Lucky to get a feel for whichever 
hardware is hottest at the moment! 
A very Mario-esque naming 
scheme — going from no prefix to 
"Super" to "New" — isn't the only 
nod to Nintendo's everyman in 
overalls. Lucky's adventure hews 
closely to the template first estab- 
lished in Super Mario 64: The 
titular fox accesses worlds from a 
central hub in search of clovers 
that unlock further levels, alternat- 
ing between 3D exploration and 2D 
sidescrolling challenges, all for the 
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sake of keeping the magical Book 
of Ages away from the claws of the 
evil Jinx and his Kitty Litter. 

If that description sounds rather 
trite, your suspicions would align 
with the consensus of the first two 
Lucky's Tales, which were criticized 
for taking too few risks with the 
formula. Add to those complaints 
some knocks against the controls 
and camera, and the result was 
middling review scores across the 
board. 

New Super Lucky's Tale aims to 
course-correct. Rather than a 
sequel, its a complete retooling of 
Super Lucky's Tale that addresses 
the aforementioned issues. 
Upgrades include overhauled level 
designs, new abilities, additional 
characters, new story cinematics, a 
freely rotating camera and further 
tweaks to graphics and sound. 
Cynics may lament that players of 
the original have essentially been 
treated like beta testers, but 
Playful deserves kudos for accept- 
ing their shortcomings and taking 
necessary measures to deliver the 
experience fans deserve! - TONY 


TG 
J” 


h 


АҒ 


NO MORE HEROES 3 


It’s а quick turnaround for Travis Touchdown! 


WHEN NINTENDO’S ЕЗ Direct 
suddenly shifted its sights to an 
unkempt bearded man in a neck 
brace sleeping in his easy chair, no 
one knew what to expect. Is that 
Keanu Reeves again? Why is the 
word "DEAD" from the indie hit Ape 
Out ominously glowing on the tired 
stranger’s television set? But 
before any of those questions could 
be answered, the mystery man 
awakened, stepped out of his motel 
room and created a suit of body 
armor around himself before flying 
up to battle a giant UFO. A brief but 
explosive battle later, and it was 
revealed that this scruffy super- 
hero was none other than Travis 
Touchdown, the star of No More 
Heroes! 

This all-new game takes place 
two years after Travis Strikes Again 
(DLC reviewed on Page 26), and is 
tentatively set for release in 2020. 
With his new Death Glove on one 
hand and his trusty blade katana in 
the other, Travis is out of hiding 
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and ready to protect his family 
from whatever dangers may come 
— and he won't be alone. Sylvia 
Christel is here too (though the 
assassins' rankings from prior 
games may be out). The series' sig- 
nature lewd motion controls are 
back as well, though the game will 
be fully playable without them. 

As for the story, it's being 
written as we speak, though NMH 
creator Suda51 has revealed that 
fan feedback and the classic boxing 
film Rocky III are both big inspira- 
tions this time. He's also promised 
that surreal, slice-of-life side jobs 
will make a return this time. That 
means Travis might be taking care 
of his cat Jeane, his daughter Jeane 
(no relation) and his son Hunter in 
between taking on "Thanos-level" 
threats. 

Suda's E3 T-shirt had fans 
guessing that the No More Heroes 3 
subtitle may be "Known Pleasures," 
inspired by the Joy Division album 
of (almost) the same name. That 
would add up, because Travis still 
has the spirit — and he hasn't lost 
the feeling! - JONATHAN 
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TRIALS ОҒ 


NOWADAYS, GAMERS IN the 
West can expect to receive just 
about every major release due to 
the size of American and European 
markets — but that hasn’t always 
been the case. Certain games have 
become the stuff of legends over 
time due to never reaching English- 
speaking shores. Nintendo’s "lost" 
EarthBound sequel, Mother 3, has 
practically become a running gag! 
But it’s majorly pre-dated by Seiken 
Densetsu 3, the follow-up to the 
beloved SNES action RPG Secret of 
Mana. And with the 2017 Switch 
Mana trilogy ports seemingly stuck 
in Japan, it seemed like Western 
gamers would once again miss out 
on experiencing SD3. 

Until Nintendo’s 2019 E3 Direct, 
that is! As it turns out, Mana fans 
were in for two major Square Enix 
surprises this June, when the newly 
rebranded Collection of Mana was 
simultaneously revealed and 
released during the show — 
complete with a full, brand-new, 
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The sequel we neversaw... reimagined! 


official translation of Seiken 
Densetsu 3 (renamed "Trials of 
Mana")! And even more surpris- 
ingly, the legendary lost title got an 
extra bit of star treatment with its 
very own upcoming remake! 

Unlike last year’s somewhat 
divisive Secret of Mana remake, 
Trials of Mana is a fully 3D, third- 
person upgrade full of modern 
bells and whistles. Among these 
are new features in the combat, 
leveling and skill systems, as well 
as fully voice-acted dual-audio 
dialogue. (Co-op play had to be cut 
due to the newfound focus on 
single-player exploration, though.) 

The game’s structure itself 
remains the same as it was in 1995, 
with players choosing their initial 
party of three from a roster of six 
diverse characters. Your choices 
determine not only the abilities you 
have access to, but even which 
story elements will be encountered 
during your adventure. 

This Trials of Mana won't arrive 
until next year, so consider famil- 
iarizing yourself with the original in 
the meantime! — MATTHEW T. 
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LUIGI'S MANSION 3 


Mario is missing (again), so it's up to Luigi to save his big brother (again)! 


FIRST REVEALED TO be in the 
works last September, the third install- 
ment of the Luigi's Mansion series 
went dark for a while... before 
leaping back out of the shadows with a 
"Boo!" at this year's E3! And we got an 
in-depth look, filling in the gaps in our 
knowledge and confirming some of 
our speculation from last year. 

First up, a massive hotel is the one 
and only setting this time. Luigi and 
his pals are invited to visit — but not 
all is as it seems. Sure, it looks like a 
grand hotel in a fertile countryside fit 
for a great vacation during the day, 
but at night the entire establishment 
looks a lot more, well, haunted. On the 
bus heading to the hotel, it's revealed 
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that the Polterpup from the second 
Luigi's Mansion game has stowed away 
for the ride, so we'll see more of the 
noncorporeal canine companion in 
this adventure. Also on the bus are 
Peach, Mario and three Toads. They all 
check in, get to their rooms and 
happily fall asleep — but after waking 
in the night, Luigi can't find his 
friends. Only a host of ghosts! He 
knows he's been sucked into a trap. 
Speaking of sucking, Luigi's new 
gear will help him deal with the super- 
natural staff. The Poltergust G-00 has 
arange of new features, like the Slam 
ability, which lets him forcefully fling 
ghosts against the ground to drain 
their energy more quickly. He also has 


a Suction Shot, which is essentially a 
plunger with a rope that can stick to 
various objects. Luigi can then suck up 
the rope, breaking open chests, trunks 
and more, or even disarm ghosts that 
are defending themselves with shields 
and other objects. A third feature is 
the Burst, which sends Luigi airborne 
to dodge incoming attacks — but it 
also sends out a powerful punch of air 
pressure in all directions, which can 
give Luigi a little space if he gets over- 
whelmed by too many pesky polter- 
geists. All of these will be invaluable 
features for ridding the hotel of para- 
normal problems! 

All of the Poltergust upgrades, 
though, are dwarfed in awesomeness 
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by Professor E. Gadd's "Gooigi" inven- 
tion. A slab of slime slips out of the 
Poltergust G-00 and somehow consti- 
tutes itself into a copy of Luigi's form! 
Luigi's consciousness can then inhabit 
this slimeball to get to places that 
Luigi's more fleshy form can't go. This 
is also where two-player mode kicks 
in, as Gooigi can be controlled by a 
friend, allowing for two to pair up and 
tackle tasks that require a second pair 
of... uh, whatever you'd call Gooigi's 
appendages. (Just keep him away from 
water. He melts faster than the Wicked 
Witch of the West.) 
But if you thought two-player co-op 
was a great addition to the series, wait 
until you play in the ScareScraper, a 
building dedicated to up to eight- 
player ghostbusting! The best part? 
You can do either online play or gather 
eight friends on your couch for the 
adventure. With eight different Luigis 
(and Gooigis) active at the same time, 
it will get pretty hectic in cramped 
quarters, so you'll have to pay very 
close attention to which Luigi you are! 
King Boo also returns, along with 
several other dangerous-looking ghost 
bosses that Luigi will have to tangle 
with. But is King Boo the big bad, or is 
it someone else? The royal wraith has 
been the go-to final boss for previous 
installments, but Nintendo has been 
known to shake things up with their 
spin-off series. The developers have 
been talking about amping up the 
amount of bosses, as well as spending 
more time on making each of them 
memorable. With a whole hotel full of 
rooms, there will also be many more 
interesting head-scratching puzzles to 
stump players... really, we can 
expect every element of the previous 
games to be turned up to 11 in this 
Switch sequel! — BRETT 


WOLFENSTEIN: 
YOUNGBLOOD 


Introducing Blazkowicz: The Next Generation. 


DON’T LET IT fool you — yes, 
Youngblood is another installment 
in the long-running Wolfenstein 
franchise, but there's more going 
on here than you might expect: 
Developers MachineGames and 
Arkane Studios are using this spin- 
off to turn the franchise on its head 
with a slew of new mechanics, a 
different design approach and a 
focus on co-op. 

The protagonists this time are 
Jessica and Sophia Blazkowicz, twin 
daughters of Wolfenstein frontman 
B.J. Blazkowicz. B.J. has gone 
missing somewhere in Paris, and 
his daughters set out on a mission 
to find him. The two work together 
every step of the way, via you and a 
computer-controlled partner, or a 
real-life buddy jumping in on the 
action. Publisher Bethesda is even 
offering up a special "Buddy Pass" 
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with the Deluxe Edition, which lets 
you invite another friend for some 
fun even if they don’t own a copy of 
the game themselves! 

The gameplay changes don’t end 
with co-op, though. Player progres- 
sion this time around is level- 
based, and the game's structure is 
non-linear, which means you'll be 
able to pick where to go and what 
to do at any given time. The goal is 
to create a Wolfenstein experience 
that feels decidedly different from 
previous installments, and the end 
result is said to be bigger than both 
Wolfenstein: The New Order and 
Wolfenstein 11: The New Colossus. 

The Switch port of Youngblood 
is in very good hands, as Panic 
Button is spearheading the project. 
The company previously handled 
bringing The New Colossus to the 
Switch last year, and they're also 
tackling DOOM Eternal. We can't 
wait to see the magic they work 
with Youngblood, which is set to 
launch July 26! — KEVIN C. 


PREVIEWS 


YOOKA-LAYLEE 


AND THE IMPOSSIBLE LAIR 


The lizard and bat buddies are back in action! 


IF BLASTING THROUGH baddies 
as the dynamic duo of Blazkowicz 
daughters seems a bit too intense 
for you, consider a different team 
of two instead: Yooka and Laylee 
are pairing up for a second time! 
Originally created to ape the 
tag-team mechanics of Banjo and 
Kazooie in their own collectathon 
3D platformer, the lizard and bat 
are ceding that territory back to 
the bear and bird, it seems, as they 
move on to take inspiration from a 
different Rare-born source instead: 
the Donkey Kong Country series! 
More specifically, the new Yooka- 
Laylee and the Impossible Lair 
looks to be Playtonic's take on the 
two most recent DKC games: 
Returns and Tropical Freeze. 
Hop-and-bop sidescrolling 
action with a fixed 2D camera is the 
emphasis here, with the teamwork 
techniques Yooka and Laylee first 
pioneered in 3D forced down into 
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just two dimensions instead — 
moves like Laylee rolling on Yooka 
like a barrel or Yooka holding onto 
Laylee’s legs and she flaps up into 
the air are back, but just functional 
as strictly left-to-right and up-to- 
down maneuvers instead. The duo 
will attempt to be fresher and more 
fun than a New Funky Mode as they 
dash through vibrant worlds full of 
platforming challenges! 

Not everything is sidescrolling, 
though, as between the core levels 
you'll also explore and solve 
puzzles from a top-down point of 
view, similar to the look of several 
classic Zelda games. Hopefully both 
perspectives will balance each 
other out and build a stronger 
whole than they could alone! 

Supporting both visual angles 
will be the audio excellence of the 
legendary David Wise and Grant 
Kirkhope. And then there's the 
titular Impossible Lair to discuss, 
which . . . what? Out of space 
already? OK, we'll check back in 
next time! — LUCAS 
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PERSONA 5 SCRAMBLE: 
THE PHANTOM STRIKERS 


Your after-school activities are nothing like this. 


| WAS PRETTY active back in my high 
school days — involved in lots of extra- 
curricular activities in the afternoons 
and evenings, holding down summer 
jobs in-between academic years — but 
my past self has got nothing on Ren 
Amamiya. Yes, the high school student 
known better by his code name, Joker, 
is probably the busiest teenager ever 
presented as a protagonist in any 
piece of media! Even the work-until- 
you-drop-from-exhaustion farmer kids 
of the Harvest Moon games seem to 
maintain a healthier lifestyle than this 
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guy, as Persona 5 chronicles his quest 
to juggle dozens of different friend- 
ships, serve as a model employee at a 
part-time job, take love interests on 
dates, do all his schoolwork to keep 
his grades up and, on top of all of that, 
moonlight as a Phantom Thief. Sheesh! 
(That’s not even counting his bonus 
gig as a Smash fighter too!) It’s a lot! 
Well, he’s about to add one more 
item to his endless to-do list: headline 
Omega Force's latest Musou game! It's 
true: The studio that transformed the 
settings of The Legend of Zelda and 


< 


Fire Emblem into frantic, fast-paced 
battlefields filled with hundreds upon 
hundreds of foes to fight with their 
spin-off "Warriors" games is giving the 
same treatment to Persona 5. They're 
just using a different branding this 
time! It’s "Scramble," with an extra 
subtitle of "The Phantom Strikers" to 
boot. 

Now, | know! | know. We were also 
hoping that Persona 5’s debut on the 
Switch would be through a port of the 
main game — not a spin-off. Rumors 
seemed strong that that would be the 
case even just a few months ago! And 
while it isn’t eliminated as a possibility 


by the announcement of Scramble 
instead, it seems like the "real" game 
will now be a long way off, if it comes 
to the Switch at all. (Atlus announced 
an enhanced and expanded version of 
it for PlayStation 4 called Persona 5 
Royal on the same day Scramble was 
revealed, and that won't hit the West 
until 2020 itself, so... yeah. Not 
looking good.) 

Luckily, to me at least, Persona 5 
Scramble is a wonderful alternative. | 
already borrowed my brother’s PS4 to 
play the main Persona 5, you’ll recall, 
so I'm all-in for a brand-new, totally 
different gameplay experience with 
the same great setting and wonderful 
cast of characters. 

That cast — led by Joker himself 
and also including "Don’t call mea 
cat!" Morgana, the whipcracking Ann/ 
Panther, the wisecracking Ryuji/Skull 
and all of the rest of the Phantom 
Thieves and their Personas — will bea 
joy to directly control in this style of 
game. Musou titles are all about over- 
the-top, flashy attacks with lots of 
explosions, and the magical might of 
the Personas is going to be incredible 
to witness as they decimate dozens of 
foes simultaneously. 

What's more, it seems like there'll 
be a fresh new story interwoven with 
all the action, including new charac- 
ters! I've come to adore this world, so 
I'm hyped to see it expanded further! 

No release date — or even a window 
— for this one yet. So it may be a bit! 
But that'll just let you get all caught up 
on your schoolwork first! — LUCAS 
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SEGA GENESIS MINI 


Blast Processing is back - now іп а more convenient size! 


PLUG 'N PLAY "mini" consoles 
have been around for years, but it 
wasn't until Nintendo threw their 
hat into the ring with the Nintendo 
Entertainment System: NES Classic 
Edition (and followed it with the 
Super NES Classic Edition) that 
people really began to take notice. 
This effectively kicked off a new 
"mini" console war. 

Others have tried to follow in 
Nintendo's footsteps (achieving 
varying levels of success), but none 
have managed to rival the sheer 
fervor that surrounded the Classic 
Editions. But now, an old rival- 
turned-ally is throwing their hat 
into the ring too, and it looks like 
they mean business in a way no 
other competitor has. 

Sega announced the Mega 
Drive/Genesis Mini in April 2018 at 
their Tokyo Sega Fes show, with 
plans to release it later that year. 
Come September 2018, however, 
and Sega announced that they 
were delaying the release of the 
mini console, thus missing the 
Mega Drive's 30th anniversary in 
Japan. On the upside, the more 
recently announced September 19, 
2019 worldwide launch date will 


SEGA 
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GENESIS 


only be just over a month past the 
30th anniversary of the Genesis 
arriving in North America. 

The wizards at M2 (Sega 3D 
Classics, Sega Ages and more) are 
handling the emulation, while 
Streets of Rage 2 and The Revenge 
of Shinobi composer Yuzo Koshiro 
will be applying his talents to the 
console's menus. Japan gets either 
one or two USB 6 Button Arcade 
Pads, whereas the North American 
and PAL versions will come with 
two USB 3 Button Control Pads, 
with Arcade Pads available sepa- 
rately from RetroBit. 

Each region will also have its 
own selection of 42 games, and 
there are some real shockers on 
here, including Disney's Castle and 
World of Illusion games, Contra: 
Hard Corps and Castlevania: 
Bloodlines. Even more surprising 
inclusions are Sega's 16-bit version 
of Tetris, a new M2-developed port 
of aquatic-themed arcade shooter 
Darius and Mega Man: The Wily 
Wars - a Super Mario All-Stars-ish 
update of the first three NES games 
with extra content that was never 
released in North America outside 
of the long-defunct Sega Channel! 

People have been waiting for 
Nintendo to release another 
Classic, but this year, Genesis will 
do what Nintenwon't. Welcome to 
the Next Level. — DAVID 
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SONIC THE HEDGEHOG 


Hitting some speed bumps on his way to the big screen. 


IN THE BEGINNING, there was 
only darkness. 

June 2014 saw the announce- 
ment that Sony would be bringing 
Sega's true blue mascot to the 
silver screen - in a hybrid live- 
action/animated film. That went 
nowhere, and we saw nothing 
before it got handed off to 
Paramount in 2017 . . . from which 
point we continued to see nothing, 
all the while wondering if it would 
veer closer to Alvin and The 
Chipmunks or The Smurfs. Then 
came December 10, 2018, when we 
finally received the first teaser 
poster from IGN, showing off the 
movie's hero in silhouette and 
giving us a clue as to what we could 
expect to see up on the big screen. 

(It's at this point that many 


MOVIE DISTRIBUTER: PARAMOUNT 
PRODUCTION BY: SEGA, BLUR 
STUDIO, ORIGINAL FILM, MARZA A.P., 
PARAMOUNT ANIMATION, HEDGEHOG 
FILMS, INC. & DJ2 ENT. RATING: NR 
RELEASE: FEBRUARY 14, 2020 


wished for the return to darkness.) 

The following months saw 
various other leaks and teasers 
that seemingly reinforced the 
teaser's provoked speculation — 
most largely met with varying 
degrees of apathy. This continued 
until the first official trailer 
dropped on April 30. 

If you've ever felt that Coolio's 
"Gangsta's Paradise" was long 
overdue for a comeback fueled by a 
commercially driven movie vehicle 
for a cartoon/video game mascot, 
then you're in luck! 

For everyone else, the backlash 
was severe enough that director 
Jeff Fowler announced they were 
taking the character model back to 
the drawing board, ultimately 
pushing the release date back to 
Valentine's 2020 in what I can only 
imagine is a desperate bid to keep 
this from being seen as the latest 
Titanic Hindenburg of a Krakatoa 
within the genre of video game 
movie adaptations. — DAVID 
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YO-KAI WATC 


Taking the series back to the drawing board. 


THEY'RE MIXING THINGS up again. 

After Yo-kai Watch 3 remixed the 
series' core gameplay used during its 
battle sequences, I personally thought 
that Level-5 was setting themselves up 
with a new template to use again for 
at least one more sequel after that. 
But no! Apparently due to the less- 
than-stellar sales of that installment in 
Japan, the father of Yo-kai Watch, 
Akihiro Hino, decreed that an even 
more radical redesign of the series' 
mechanics was needed. So it's time to 
start getting ready for a totally over- 
hauled Yo-kai Watch 4! 

Though, this being Level-5, there's 
no need to rush yourself. We just had 
our review of Yo-kai Watch 3 in our 
last issue, after all, since it took the 
company two and a half years to get it 
translated into English and released in 
the West. So we've surely got a while 
to wait for 4, which just went on sale 
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in Japan this past June 20. Maybe we'll 
get it in the States in 2020, if the team 
really has its ducks in a row? But 2021 
seems more likely . . . if not later. 

And there's more reason to worry! 
Even in Japan, Yo-kai Watch 4 was 
delayed twice — it was originally going 
to debut in late 2018, but got bumped 
all the way back to June 6, and then 
finally got hit with another last-minute 
delay of two weeks to force it to June 
20. Rumors abound that, behind the 
Scenes, Level-5 has seen a mass 
exodus of development talent. For a 
studio that I’ve already criticized for 
being so slow with their localizations 
to lose even a fraction of their work- 
force is seriously troubling. Perhaps 
it's all talk, though? Let's hope, since 
all my complaints about their slug- 
gishness aside, | am honestly excited 
by what they've done to reinvigorate 
the gameplay here in Yo-kai Watch 4. 

So let's finally talk about that, shall 
we? Gone are the Yo-kai vs. Yo-kai 


battle sequences of the first three 
games, in which human protagonists 
like Nate Adams would summon a set 
of allies to do the fighting for him, all 
while he stood on the sidelines and 
only offered support through using 
items or rotating the active members 
of the party from time to time. Now, 
it's Yo-kai vs. Yo-kai and humans, with 
the Watch-owning kid characters 
leaping directly into the fray to dish 
out damage themselves, working right 
alongside their summoned friends as a 
team! 

Yep, four main games and multiple 
spin-offs into this series' run, Nate is 
finally getting his hands dirty in this 
one. And he won't be the only one! 
Yo-kai Watch 4 promises six different 
playable human heroes — all working 
alongside the dozens and dozens of 
befriendable Yo-kai, of course. 

The kid characters can participate 
in battles in a variety of ways. Direct 
melee-range strikes are in, for dealing 
damage up close. Ranged attacks are 
available too, with the Watch now able 


to fire pulses of energy like a wrist- 
mounted laser gun. It can also attach 
a kind of energy tether to an enemy 
Yo-kai and draw power out of them, 
and then a similar tether can be sent 
to latch onto an ally Yo-kai to heal 
them when their HP is running low. 

Things only get crazier from there, 
though, as it seems one of the human 
heroes might be able to actually turn 
himself into a Yo-kai through a kind of 
Super Saiyan-like transformation? But 
you, as the player, always have the 
option to inhabit the body of any ally 
Yo-kai on the field by simply swapping 
over to play as them during combat — 
if you do that, then the human you 
started out controlling will get taken 
over and autopiloted by the game A.l. 

Movement is freewheeling and 
dynamic in battle too, and it's clear 
that these fully revised fights will be 
the centerpiece of this sequel. But 
there's much more to look forward to 
than just that! A story that spans three 
different worlds, fully 3D exploration 
of the overworld environments, great 
new HD visuals since the series is now 
on the Switch instead of the 305... | 
don't want to get myself hyped too 
early, but I'm definitely going to keep 
my eye on this Yo-kai! — LUCAS 
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THE LEGEND OF ZELDA: 
LINK'S AWAKENING 


LINK HAS EMBARKED on numerous 
adventures over the past 30+ years, 
but his Game Boy outing remains one 
of his most beloved. As the series' first 
foray on a portable system, the 
original Link's Awakening was a 
remarkable achievement — a deep and 
affecting journey that proved 
handheld games could rival anything 
found on home consoles. It's fitting, 
then, that Nintendo would choose to 
revisit Link's Awakening on Switch, a 
platform that itself straddles the line 
between portable and home system. 


And from what we've seen of it thus 
far, this upcoming remake is a stun- 
ningly modern reimagining that stays 
true to what made the game so 
endearing in the first place. 

Link's Awakening marks the second 
proper Zelda title to hit the Switch, 
and in stark contrast to the sprawling 
Breath of the Wild, it’s a decidedly 
smaller adventure — not only in terms 
of breadth, but scale. Like the original 
Game Boy game, the remake features 
the classic top-down gameplay that’s 
defined Link’s 2D adventures, only 


here every character, enemy and item 
you encounter on your journey resem- 
bles a small figurine, giving the game 
the look and feel of a living diorama. 

Not only are the toy-like visuals 
absolutely adorable, they help accen- 
tuate the game's surreal atmosphere. 
N64's Majora's Mask may be widely 
regarded as the thematic outlier of the 
Zelda series, but Link's Awakening has 
always been something of an oddity as 
well: a dream-like adventure where 
players meet banana-selling alligators 
and Goombas plucked straight from 
the Mushroom Kingdom. No other 
entry before or since has felt as 


strange, and the aesthetic chosen for 
this remake manages to preserve that 
strangeness while still evoking the 
original's sense of smallness. 

Despite its smaller scale, however, 
Link's Awakening is still very much a 
full-fledged Zelda game, featuring 
some of the most memorable charac- 
ters and dungeons in the entire series. 
After being shipwrecked, Link washes 
ashore on the mysterious Koholint 
Island, and his only hope for escape is 
to wake the Wind Fish, which slumbers 
within a giant egg atop the island's 
tallest mountain. To do so, however, 
he'll need to gather the eight hidden 
Instruments of the Sirens, which are 
deep within tricky dungeons guarded 
by bosses that can only be bested by 
making full use of Link's arsenal. 

In addition to the visual overhaul, 
the move to Switch has allowed 
Nintendo to make some welcome 
quality-of-life improvements to the 
gameplay. In the original game, Link 
could only have two items equipped at 
a time, forcing players to constantly 
pause the game and change their 
loadout. This time around, however, 
Link's sword, shield and other accesso- 
ries are equipped at all times, freeing 
up the equippable slots for his other 
tools. The biggest addition to the 
remake, however, is the Chamber 
Dungeon. Throughout the adventure, 
you'll acquire Chambers — or dungeon 
rooms — as you clear dungeons. You 
can then arrange these rooms as you 
see fit within the Chamber Dungeon to 
create your own custom labyrinth, 
effectively packing in a dungeon editor 
on top of the main game! 

Nintendo has only showcased a 
small sample of the new Awakening, 
but what we've seen of it thus far has 
us eager for more! — KEVIN K. 
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Everything's bigger in the Galar region! 


THAT BACK-BREAKINGLY BULKY 
backpack being lugged around by the 
new male protagonist isn’t the only 
thing that’s going to be oversized in 
Pokémon Sword & Shield! 

Game Freak and The Pokemon 
Company have pulled back the curtain 
a bit further on the upcoming eighth 
generation of their ongoing monster- 
catching adventure series, and there’s 
going to be a big change made to 
battles in this installment: Pokemon 
can become, well, big! By activating a 
new item called the Dynamax Band, 
Trainers in the Galar region can cause 
their Pokemon to temporarily shoot 
up in size, transforming into gigantic 
versions of themselves. Ever thought 
Eevee was a bit too teeny, or that 
Pikachu was kind of a pipsqueak? Try 
saying that to their faces now, when 
they’ve grown so large that they could 
stomp on the roof of your house and 
flatten it to the ground. 

Like Mega evolutions in Pokemon X 
& Y and Z-Moves in Pokémon Sun & 
Moon, this Dynamax phenomenon is 
the new gimmick tossed into the tried- 
and-true turn-based Pokemon battle 
gameplay to spice things up a bit more 
as the series debuts on the Switch with 
Sword & Shield. It makes a massive 
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impression for sure, but its practical 
effect in fights may be limited: When a 
Pokémon grows into a giant, it will 
only remain at that size for three turns 
before reverting back to its normal 
proportions. It can also only be used 
on one of your team members and just 
once per battle, so you'll have to pick 
the proper timing to best take advan- 
tage of it! While Dynamaxed, а "топ 
will pack a much more powerful punch 


than usual (as you probably guessed), 
and they'll be tougher defensively as 
well. 

Another big new change? The Wild 
Area! While most Routes in the region 
seem like they'll be the same simple 
and straightforward pathways as in 
past titles, Galar is also home to a 
huge swath of land in the middle of its 
land mass that offers players an open- 
world experience. That means free 
control over the camera, exploration 
at your own pace апа... wild roaming 
Pokémon to encounter! Yes, it seems 
Game Freak pulled a fast one on us in 
the Sword & Shield debut trailer, as it 
seemed then that all wild battles 
would be the old "random encounter" 


NSWORD 


style, with monsters appearing only in 
tall grass, caves and the like. But now 
we know it's really going to be a mix! 
Some Pokémon will be hidden before 
battles begin, yes, but in several spots 
you'll be able to see them walking, 
flying or swimming around in the wild. 
And you'll be able to choose whether 
to battle them or not, as in last year's 
Let's Go games! 

The Wild Area will even offer Raid 
battles against giant Pokémon that 
you and up to three friends can take 
part in together! 

Yes, it certainly seems like big new 
things are in store for us when Sword 
& Shield hit the Switch later this year. 
We'll have more next time! — LUCAS 
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ASTRAL CHAIN 


Fallin, rookie! Welcome to the police academy of the future. 


WHEN YOU FIRST see а trailer for 
Astral Chain, you instantly fall into one 
of three camps: (A) "Heck yeah! A new 
title from PlatinumGames!", (В)"...1 
have no idea what's going оп..." or 
(C) "Heck yeah! A new title from 
PlatinumGames and | have no idea 
what's going on!" As with many char- 
acter action games, this one promises 
to be both extremely awesome and 
extremely weird. 

Nintendo's been promoting the 
game pretty heavily lately, with the E3 
Treehouse Live stream showcasing 
two separate segments to highlight 
both combat and exploration. Even 
from the first trailer, the message has 


been pretty clear from the Big N: The 
Switch isn't just a console for ports 
and remasters. It can handle new, 
original IPS too! Furthermore, it seems 
that they really want Platinum to feel 
especially welcome and comfortable 
with their platforms. After all, they 
seemed pretty proud to announce a 
Collector's Edition for this one! 
Looking deeper into Astral Chain 
itself, the story is beautifully odd. You 
play as a member of Neuron, a police 
force created to combat interdimen- 
sional beasts known as "Chimera." And 
what's the force's primary weapon 
against this monstrous threat? Why, 
weaponized Chimera called "Legions," 
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of course! And how do the Neuron 
officers control the Legions? Through 
a giant neon blue chain that connects 
the two beings and provides a mental 
link between them, naturally! 

This chain and your new monster 
partners are the central focus of 
combat, because in Astral Chain you 
control not one, but two characters! 
As you maneuver both the officer and 
the Legion, you can surround your 
foes, pummel them simultaneously or 
even use the chain itself as a weapon. 
Resourceful players will be able to 
harness this chain to tie up the enemy 
Chimera or trip them up in the heat of 
battle. Keeping track of two characters 
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at the same time will undoubtedly 
prove tricky, but overcoming these 
challenges will bring you closer to 
your Legion and allow you to form a 
bond with it. As per Platinum tradi- 
tion, you will receive a rank based on 
your performance. Newcomers will 
likely be able to finish the game, but 
hardcore players will be challenged to 
achieve the highest rank! 

However, the game isn't just about 
intense over-the-top action. It's also 
about detective work and helping out 
the community! As you explore the 
city, you'll get the chance to investi- 
gate incidents and mark down the 
details in your notes. By doing so, you 
can uncover the causes of different 
disasters and use your Legion to clean 
up the debris. Speaking of cleaning up, 
you can also make the city a better 
place by picking up cans, paper and 
other litter. Hey, if Mario can keep a 
town neat and tidy, why can't super- 
powered cops who are bound to other- 
worldly creatures? 

But that's not all! There are also... 
toilets! And cats! Yes, in each stage 
there is one secret toilet you can find, 
as well as a clowder of cats. Both 
appear to simply be collectables, but 
it's been hinted that something good 
might happen when you find them all. 
(Personally | think that finding а 
bunch of cute kitties is its own reward, 
but I’m excited to see what the game 
has in store regardless.) 

Astral Chain is going to be jam- 
packed with bizarre plot twists and 
frantic stylish battles. Whether you've 
enjoyed other character action games 
such as Bayonetta and The Wonderful 
101 or you're new to the genre 
entirely, it'll be worth checking out! 

— LINDSEY 
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Have you ever had trouble finishing your homework? Bart Simpson most certainly has, and Sculptured Software made a == 

whole video game about his struggles back in the 16-bit days. The tale begins with Bart falling asleep at his desk as he tries Е 

his best to be a model student, and his real-world predicament seeps into his subconscious as he suddenly finds himself €— 

transported into the surreal land of his dreams. His quest there is to recover the scattered pages of his homework that gusts — 

B ABE PRU of wind have carried away, but all the while he has to dodge wacky obstacles like walking mailboxes, his sister Lisa flying — 
SNES, 1992 around as a magical fairy and the most nightmarish enemy of them all: the Springfield school bus! Dream Land Otto seems — 
[inea 


to have no regard for the safety of children, as he barrels down the road at breakneck speeds and will squash Bart into a 
pancake if he's trying to cross the road at the wrong time. Wake up, Bart! Those dreams аге too dangerous! - LUCAS 


EDUCATIONALINSTITUTIONS IN VIDEO GAMES 


If the Officers Academy isn't for you, consider enrolling in one of these fine establishments instead! 


AT A FULL 40 issues deep into the run of our fine NF 
Magazine, longtime readers should know the score by 
now: For each new edition, we try to pick an exciting 
upcoming release to claim our coveted cover spot, 
then support the coverage of that game by selecting 
a theme for the issue as a whole that is inspired in 
some way by that game's content, or gameplay, or 
development story. When it was settled that Fire 
Emblem: Three Houses would step into the spotlight 
for this milestone 40th NF release, what struck me as 
the most interesting aspect of its design what its 
primary setting: a school! Sure, there are plenty of 
battlefields spread across the entire continent of 
Fódlan where the whole story will play out in its 
entirety, but the Officer's Academy right in the center 
is the nexus of the tale. And that's different! Never 
before has a Fire Emblem game promoted a school as 
a critical setpiece, and that really made me want to 
look back across the history of Nintendo gaming and 
re-examine past titles in which elementary schools, 
high schools, colleges and even wizarding academies 
have played a large role. 

And you know what? There aren't a lot! 


Honestly, turning back the clock even all the way 
to the beginnings of Nintendo's relevance as a video 
game industry entity turns up only a few noteworthy 
examples of schools playing an important role as a 
setting, or students being the ones to step up and 
serve as the stars. 

And that's weird! 

When you consider that the stigma of Nintendo 
being a "kiddie" company in comparison to the more 
adult-oriented competitors is still hanging around to 
this day, and you pair that with the fact that being a 
kid is (legally at least) synonymous with being a 
student and attending school, you'd think that the 
overlap in identity would have had a much greater 
impact on the design decisions that have gone into 
creating the video games marketed to those kids to 
enjoy when all their homework is done. 

Then again, maybe that's exactly why schools are 
so rarely seen in video games — because who wants 
to be reminded of real life so directly when trying to 
relax and escape from reality for a while? Educational 
games never really took off, saleswise or in terms of 
popularity with players, so maybe any and all things 


education-adjacent were deemed unmarketable early 
on, and video games have avoided that subject 
matter ever since. 

But fear not! Just because schools as settings and 
students as stars have been rare things over the 
years doesn't mean they've been absent entirely — 
and those games that have had the courage to focus 
their fantasy worlds on the signature icon of work 
and drudgery in a child's existence have often done 
so extremely well. 

So, herein, please peruse at your leisure a fresh 
Top 10 list prepared by the Nintendo Force team cata- 
loging the best schools that have appeared in video 
games on Nintendo hardware over the past 30 or so 
years. If the Officer's Academy of Fire Emblem: Three 
Houses seemed a little uptight and obtuse to you as 
you read through Byleth's Introductory Course earlier 
in this issue, please consider enrolling in one of these 
alternative establishments instead! 

And then perhaps pursue a new career as a game 
developer and plan a bold new series of school-set 
games yourself, as it's clear there's still a lot of free 
thematic real estate to be claimed there! — LUCAS 
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RIVER CITY RANSOM 


CROSS TOWN HIGH SCHOOL 


HERE AT THE Cross Town High School (also known affectionately as 
"Nekketsu" High School), we know how to turn a negative into a 
positive. It’s true that at one time our proud school had a gang 

problem, but it turns out we just had very competitive young men and 

women! By funding a multitude of sports programs, we harnessed the 
aggression and transformed it into skill. We started with a dodgeball 
team, and after that great success we added soccer and hockey. We 
even have a developing Olympic team that is proficient at hurdles, 
hammer throw and swimming. A parkour troupe has also been estab- 
lished, along with basketball and baseball. Despite the additions we 
have not forgotten our roots, as our dodgeball team still brings the 
largest crowds and continues to collect championship after champion- 
ship! Join our school and you will surely find the right sports program 
for you. (We just checked and it appears we do still have academics 
here and the occasional teacher we have yet to convert to a coach, but 
rest assured most funding goes to various athletics!) - BRETT 


DONKEY KONG COUNTRY 2: DIDDY’S KONG QUEST 


KONG KOLLEGE 


WE ONLY GET a glimpse of Kong Kollege in Donkey Kong Country 2: 
Diddy’s Kong Quest, where it serves as the game’s save point. 
Regardless, this simian school is definitely the coolest place to study. 
Think about it . . . it’s a university run by talking apes! It doesn't get any 
radder than that. The Kong clan has always had a pretty serene life in 
the lush jungles of their island home, so it's fair to assume that every 
class is held outside in the natural splendor of beautiful pre-rendered 
SNES backgrounds. After passing some simple quizzes on basic video 
game mechanics, you'd be free to learn the best vine-swinging tech- 
niques and barrel safety procedures. Wrinkly Kong is the teacher, and 
she's so sweet that you know she'd help you learn everything about 
how to care for your animal buddies or how to ride rickety minecarts. 
What's more, classes are open 24/7, so you're not confined to a strict 
schedule. Not to mention all the fresh fruit for breakfast, lunch and 
dinner! Hey, not bad for a college that charges only a couple of Banana 
Coins in tuition! — LINDSEY 


ACDC ELEMENTARY 


IN THE WORLD of Mega Man Battle Network, everything is connected 
to the Internet — from your nearest stoplight to your toaster, every- 
thing is online. unfortunately, that means there's a constant risk of 

these appliances and utilities falling prey to virus attacks! Fortunately, 

there are ways to handle such attacks, and the best way to know how is 
to learn the fine art of Virus Busting. At ACDC Elementary School 

(located in ACDC Town, a suburb of Den City), students are taught from 
an early age the fundamentals of this more modern combative tech- 

nique for handling the problems in their PCs and PETs (PErsonal 

Terminals). This includes how to make the best use of your Battle Chips 

to assist your Internet Navigators, (NetNavis for short) in the endeavor. 

Of course, these techniques can be applied in NetBattles against other 
NetNavis — just don’t get caught doing it in class! That is, unless your 

teacher is kidnapped by a fake substitute from a NetCrime organization 

who tries to brainwash students with a propaganda-filled "re-education 
program" (it happens). In that case, it’s open season! — DAVID 


WILL-O’-WISP ACADEMY 


FORGET HOGWARTS - for the budding magician, there’s no institute 
in the galaxy more prestigious than Will-o'-Wisp Academy. Located on 
Kovomaka, a quaint planet on the outer fringes of the Baklava solar 
system, Will-o'-Wisp has been around for centuries helping students 
hone their magical prowess. Under the tutelage of a world-class staff 
presided over by the legendary wizard Principal Biscotti, enrollees at 
Will-o'-Wisp will learn the art and craft of elemental magic from some 
of the most renowned and knowledgeable magicians to have ever 
picked up a spellbook, such as the stern Pistachio Maplewood and the 
academy's star instructor, Miss Madeleine. Students learn to read the 
Astrolog, an indispensable tool that tracks the orbits of other planets in 
the Baklava system, each of which is the source of a different elemen- 
tal power, allowing skilled magicians to amplify the potency of their 
spells. Students will also regularly embark on exciting field trips across 
the cosmos using the academy's magical starship. You won't find that 
kind of adventure in the Wizarding World! — KEVIN K. 


| thank you most heartily 
for choosing our 


academy of big brains! 


BIG BRAIN ACADEMY 


DID YOU RECEIVE a brochure from as certain "Dr. Kawashima" back 
in, oh, 2006 or so? That giant floating egghead probably wanted to 
check the age of your brain! Such balderdash. Everyone knows that the 
only true measure of intellect is the weight of a brain — and big brains 
are best! You there! You should enroll as a new student at the Big Brain 
Academy, and study under the expert tutelage of the famous Dr. Lobe! 
The rigorous academic program offered by B.B.A. is second to none, 
split into five separate departments of education in order to fully 
fatten your body's most important organ. In the "Think" department, 
you'll stare down puzzles and work out their solutions in your head! In 
a "Compute" class, mathematics will sharpen your mind. "Memorize" 
Courses assist in enhancing your powers of retention, "Analyze" classes 
challenge your ability to reason and "Identify" tasks keep your eyes 
focused and attentive. What's more, just one student's tuition price 
buys entry to our establishment for up to eight pupils in total! Old 
Kawashima never came to close to offering such a deal! — LUCAS 


BULLWORTH ACADEMY 


LISTEN, GOING TO class and learning stuff and graduating is fine 
and all, but when you're picking out a new school to transfer too, isn't 
there something that's more important than all that? Yeah. The cliques! 
You gotta know who you're gonna be hangin' with in the halls. Who's 
gonna have your back when some punk wants to flatten your face. A 
real family! Well, Bullworth Academy is the school you want for all that, 
because we've got a group for every kind of kid. Join up with The Nerds 
and debate the finer plot points of Deep Space Nine all day long! 
Become a Jock and dominate the competition on the field and in the 
halls. Hang out with the Greasers when you just want to let the world 
burn and do what you want — or get yourself looking good and get on 
track to an Ivy League university with the help of the Preppies. None of 
those sound good? Then join the Bullies and beat the snot out of all the 
rest of them until they give you their lunch money! I’ve got to tell you, | 
think a really effective Bully would be able to bring all these kids 
together and rule this school if they tried. — LUCAS 


THEMIS LEGAL ACADEMY 


THANKS TO SWEEPING overhauls in education, the modern court- 
room landscape is teeming with "prodigies" who earned their law 
degrees at unfathomably young ages. Post-graduate institutions no 
longer need be the first step toward a fulfilling legal career. Instead, 
your courtroom quest could begin at the illustrious Themis Legal 
Academy, alma mater of famed prosecutor and rock legend Klavier 
Gavin! Select from the defense lawyer, prosecutor or judge tracks, then 
receive instruction from a faculty of former justice system profession- 
als! Participate in exciting extracurriculars, such as fine arts and 
archery, while brushing up for heart-pounding mock trials before the 
entire student body! Learn to survive the dark age of the law by pro- 
ducing results by any means necessary! Sure, the student newspaper is 
little more than tabloid рар... and yeah, less ethical teachers accept 
bribes from parents in exchange for passing their children . . . and OK, 
the head of the defense lawyer course was convicted of murder. Look, 
enrollment is down. We just really, really need applicants! — TONY 


THE POKÉMON SCHOOL 


ARE YOU THE parent of an eager 10-year-old who's ready to begin 
their Pokémon journey and expand their horizons? Why not send them 
to get an education in nature's classroom on beautiful Melemele Island 

in the Alola region? Led by internationally renowned Pokémon 
researcher Samson Oak, staffed by local experts Kukui and Burnet and 
boasting small class sizes, The Pokémon School will offer your future 
Pokémon League Champion a top-notch education in all aspects of 
breeding, training and catching 'em all. What's more, they'll be 
immersed in everything that makes Alola unique — pristine beaches, 
nature preserves, traditional festivals, regional Pokémon variants and 
the region's most important rite of passage, the Island Challenge. 
There are also plenty of opportunities for field trips and distance 
learning, like our school's trip to Kanto in celebration of our 20th anni- 
versary! At The Pokémon School, your child will become the very best, 
like no one ever was — and all under the watchful eye of our Island 
Guardian, Тари Koko! — REBECCA 


SPRINGDALE ELEMENTARY 


ARE YOU TROUBLED by strange noises in the night? Do you experi- 
ence feelings of dread in your basement or attic? Have you or your 
family actually seen a spook, specter or ghost? If the answer is yes, 

then don't wait another minute. Just pick up the phone and call... the 
front office at Springdale Elementary, to ask about open enrollment 
opportunities! There's really no need to hire any jumpsuit-wearing, 

Proton Pack-toting adults to handle any spiritual difficulties you may 
come across in your life, when Springdale can train your kids to be able 
to befriend the hidden ghouls lurking all around town and negatively 
affecting everyone's behavior. All new students are provided with their 
own customized watch to wear, which both keeps them on schedule to 
never be late to class and also serves as the means of summoning all 
the many ghostly pals they'll make throughout the school year. 
Physical education? We've got that too, as ravenous, club-wielding 
ogres will occasionally chase your children through the city streets, 
ensuring they get ample amounts of exercise! — LUCAS 


SHUJIN ACADEMY 


FINALLY, WE'RE SAD to report that due to city-wide overcrowding in 
high schools throughout Tokyo, enrollment is currently not open at the 
prestigious Shujin Academy. The only way you'd be able to get in here 
at this point would be to, | don't know . . . commit a crime and be 

legally forced to move into the district and transfer here? Probably not 
too likely, unfortunately. And that's a shame, because Shujin has really 
made a name for itself with our incredibly successful volleyball team, 

and you'd certainly want to... *phone rings* . . . excuse me, please 

wait just a minute as | take this. (Yes? Really? That can't be true. Are 
you serious? OK, OK, I'm talking with a prospective student. I'll call you 
back.) Ahem. Pardon me. Shujin Academy will no longer offer volleyball 

as an option for student athletes, it seems. But no matter! The real 

strength of Shujin has always been in the incredible friendships 

made here — the bonds formed between students who unite 

with common purpose! If you did enroll here, surely you'd 
find your own gang to run around with! — LUCAS 
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ORIGINAL RELEASE: FAMICOM DISK SYSTEM, 
DECEMBER 1, 1987 
PUBLISHER: NINTENDO 
DEVELOPER: SQUARE 


PLAYING IT TODAY 


Just about every obstacle possible will 
stand in your way if you try to play this 
one for yourself today in a legitimate way. 
First, and most obviously, it was never 
localized for sale outside Japan. Second, it 
was a Famicom Disk System release, so 
the hardware needed to play it was never 
sold on Western shores either. Third, its 
focus on a specific celebrity from the "805 
locks it down in the past just as severely 
as Mike Tyson’s Punch-Out!!, Ken Griffey 
Jr. Presents Major League Baseball or Bill 
Laimbeer’s Combat Basketball — games 
sold on the strength of celebrity endorse- 
ment in their initial debut almost never 
get to see the light of day again beyond 
their first release. And that holds true for 
Miho Nakayama’s 8-bit starring role even 
in Japan, as this title has never been re- 
released digitally via Virtual Console or 
any other similar service since. Your only 
hope? Praying that someone steps up to 
finish a fan translation someday. The 
script, at least, has been translated into 
English and can be perused outside of the 
game, while playing the untranslated 
version separately and simultaneously! 


LOST IN UNTRANSLATION 


The origin of dating sims! Can you win the heart of your dream girl? 


WHEN YOU THINK of Nintendo working with 
Square, what springs to mind? The blend of role- 
playing and platforming in Super Mario RPG? The 
inclusion of Cloud in Super Smash Bros.? You 
surely won't think of one of the earliest dating 
sims, released for the Famicom Disk System in 
1987: Nakayama Miho no Tokimeki High School. 

Miho Nakayama was a real-world pop idol in 
the 1980s, making her the second celebrity to 
appear in a Nintendo game in 1987 (after the 
slightly less glamorous Mike Tyson). 

If you're unfamiliar with dating sims, they're 
text adventures in which you must choose the 
correct actions and dialogue options to charm 
another person into falling in love with you, with 
drama and obstacles to overcome along the way. 
In this game, you also receive phone numbers, 
which you were supposed to call on a real phone 
to hear voice recordings from Miho herself. 

You have transferred to Tokimeki High School 
("tokimeki" translates to "heart-throb"). While 
introducing yourself to your classmates — such 
as the perverted Sadakichi, cool jock Masaomi or 
rich girl Erika — you meet a girl called Mizuho 
Takayama, who bears a striking resemblance to 
pop idol Miho Nakayama. 

After a bit of sleuthing, you find out she’s the 
real deal and confront her about her true 
identity. She gets mad at you for snooping on 
her, but admits she adopted a false identity to 
finish high school away from the spotlight. Play it 
cool and Miho agrees to let you walk her home. 
Speak carelessly and Miho will become angry, 
leading to an instant Game Over. 

The biggest obstacle to your successful dating 
life is your face. That is, you not only need to 
select the correct dialogue, but also choose from 
a bank of six facial expressions to deliver your 
lines. These range from happy to angry to lustful 
(although that last one will always get you into 
trouble). This makes it harder to brute-force your 
way through the game’s conversations using trial 
and error. 

Miho agrees to go on a date, and you're so 
over the moon that you don’t spot a gang of 
thugs who knock you out and drag you to Erika's 
mansion. The spoiled Erika force-feeds you tea 
and asks you out again and again. While you 
manage to flee, the damage is done. Miho saw 
you with Erika and doesn’t show up for your date. 
She hates your guts. 

Explain yourself to her and she will forgive 
you, agreeing to finally go on that date. At the 
movies you see Stand By Miho. You hold hands, 
put an arm around her shoulder . . . but try for a 
kiss and the date comes to an abrupt end. 

Jumping ahead in time, Miho hasn't been seen 
for a while. Her work keeps her away, and the 


press have figured out her secret identity. You find a phone 
number knitted into a sweater where she gives you a secret 
time and place to meet. But even then, she's late thanks to a 
photo shoot. 

To end the game, you must admit you love Miho, but that it 
would be best if you went your separate ways. There are two 
different ways to do this, each leading to a different ending, 
known as the Blue and Red Ribbon endings, after the gifts that 
appear next to your completed save file. 

By submitting your completed game data to Nintendo using 
the Disk Fax system in participating stores, you would receive 
special gifts depending on the ending you received: Miho phone 
cards for the Blue Ribbon ending, and a Miho VHS tape for the 
Red Ribbon ending. 

And what became of the real Miho Nakayama? She has con- 
tinued acting to this day, even winning some prestigious 
awards. Coincidentally, this includes the Blue Ribbon Award for 
Best Actress! (I hope she got more than a phone card for her 
trouble.) - MARK 


CHARACTER PROFILE 


The most famous teacher in Nintendo history — hes been 
encouraging aspiring young artists for nearly a decade now! 


The earliest Art Academy releases made 
enough of an impact in the DSi Shop, 
though, that they earned a retail release! 


Vince spent half a decade headlining Art 
Academy installments, and the series was so 
successful it scored some major spin-offs! 
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7 Welcome to the final lesson in this project! 


Vince himself was kicked out of the teacher 
role in the spin-off games, though. Disney 
Art Academy had this nobody instead! 


Vince's journey to stardom began humbly, 
as his first appearance came in a download- 
only DSiWare game. 


Flak brushes are besk For painking 
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When Headstrong Games was first 
brainstorming the game design of Art 
Academy, they knew they'd need a way 
to patiently instruct beginners one step 
at a time. The image of a kindly old 
painter fit the bill for a tutorial-offering 
teacher perfectly, and Vince was born! 


want to describe those ІН planes 
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is likely Art Academy's 305 installment . . . 


Much of Beth's face is lit from the left, so we 


Vince has spent the last 10 years taking one step toward more 
mainstream recognition after another, and his biggest hit thus far 


if only because the 
sales failure of the Wii U meant its Academy had too few students. 


FIRST APPEARANCE 
ART ACADEMY: FIRST SEMESTER (2009) 
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Even though he was left out of both the Pokémon and Disney 
versions of the franchise he helped launch, Vince continued to gain 
star power through the appearances he did make on DS, 3DS, Wii ü 
and, most recently, Smash Bros. on the Switch! While not chosen by 
Mr. Sakurai and his team to become a full-on new fighter, Vince did 

manage to earn the next best honor: a Mii Fighter outfit based on 
his likeness! You can have any style of Mii Fighter don his beret and 
beard, but you can complete the look if you choose to create a Mii 

Swordfighter. When you do that, his paintbrush subs in for the 

sword! (Not exactly the old "pen is mightier" adage, but close.) 


And in the world of Nintendo, it doesn't get bigger or more 
mainstream than Smash Bros.! In addition to the Mii outfit 
above, Vince also got the call to be an Assist Trophy. He 
paints over your foes to obscure their view. Art power! 


BYLUCAS M.THOMAS 


And that’s it — well done! 
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THAT'S A FAMILIAR FACE... 


PROFESSOR ANDY 


OK, so Vince didn't technically appear in 
the spin-off Pokemon Art Academy... but 
his brother Andy did! The family resem- 
blance is clear, and you have to imagine 
that Andy would also be rocking an incredi- 
ble full beard just like Vince does if it 
weren't for the dangers of having it 
scorched by a Scorbunny or chomped by a 
Snubbull. (The Pokémon world is a very 
dangerous place for facial hair.) Andy's also 
contextualized a bit further in that world, 
too, as the game explains that he's a 
famous illustrator of Pokémon cards! If he's 
good enough to be featured by the official 
TCG within the actual Poké-universe itself, 
he's got to be pretty good! He'll teach you 
how to illustrate each Pocket Monster in 
such a way as to make it feel truly alive. 


C'est magnifique! (Or maybe Magnemite.) 
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WARP ZONE 


What Nintendo Power was writing about way back when. 


THE 62ND ISSUE of Nintendo Power magazine for 
uly 1994 highlighted two big features on its cover. 
First, a prominent picture of Thunder Hawk ("T" to 
his friends) heralded eight pages of Super Street 
Fighter ІІ: The New Challengers coverage, which 
eatured some rather, uh, unique art of the epony- 
mous warriors (see sidebar below). 

ronically less prominent is the blurb for "Play It 
Loud Hit Previews," which marked something of a 
urning point in Nintendo’s continued console war 
with Sega. A new advertising campaign with music 
from the Butthole Surfers hit the airwaves and 
magazine racks, setting Nintendo’s tone as "edgier" 
and "less kiddy" as they tried to appeal more to 
teens and young adults. 

Headlining this campaign? When facing a 
hedgehog, a fox and an echidna, you don't send а 
plumber — not when you've got ап 800-pound 
gorilla named Donkey Kong waiting in the wings! 

Other titles featured in the six-page graffiti- 
styled spread included Earthworm Jim, Bubsy Il, 
Tecmo Super Baseball, Super Punch-Out!!, Shaq Fu, 
Mortal Kombat II (now with 100% more of your 
daily blood intake), Super Return of the Jedi, 
Blackthorne, Virtual Bart, The Itchy & Scratchy 
Show, The Tick, Final Fantasy III (a.k.a. VI), Batman: 
The Animated Series, Spider-Man & Venom: 
Maximum Carnage and Uniracers, among several 
others. 

Beyond the Play It Loud preview, Breath of Fire, 
Disney's The Jungle Book (sharing poster space with 
Itchy & Scratchy), Liberty or Death, Tetris 2, Double 
Dragon V: The Shadow Falls and a new Sports Scene 
covered the rest of the month's SNES output, while 
the Game Boy had Tarzan, Space Invaders, Jeopardy 
Sports! and its own version of The Jungle Book on 
tap. 

Other special features highlighted Williams (who 
were helping bring Killer Instinct to arcades), 12 
pages of extended Secret of Mana tips and four 
pages of helpful hints for making an artistic original 
Super Game Boy border to send in for their contest. 

This month's Player's Poll winner would get to go 
to every game of the 1994 World Series and receive 


a copy of Ken Griffey Jr. Presents Major League 
Baseball for the Super NES, which took the #2 spot 
in the Top 20, just behind NBA Jam. Wario Land: 
Super Mario Land 3 and The Legend of Zelda took 
the top spots for the Game Boy and NES, respec- 
tively. 

Finally, Pak Watch closed things out with the 
news that Project Reality had been officially named 
the Nintendo Ultra 64. 

One other highlight of July's Pak Watch became 
August's clay model cover story: the Super FX- 
powered racing game Stunt Race FX. Also featured 
was The Lord of the Rings Vol. 1, King of the 
Monsters 2, The Death & Return of Superman (with 
The Incredible Hulk on the poster's B side), An 
American Tail: Fievel Goes West and Sonic Blast 
Man 2 for the Super NES, as well as Cool Spot, Itchy 
& Scratchy: Miniature Golf Madness and RoboCop 
vs. The Terminator for Game Boy, with the NES 
putting in a special appearance thanks to Disney's 
Beauty & The Beast. 

Editor Gail Tilden explained the new Play It Loud 
campaign as being "designed to let you know how 
our games should really be played" ("LOUD," in case 
you missed it), and invited Power Players to share 
their thoughts on their new "edgy" attitude. "The 
Days of Mana" continued with another 12 pages of 
tips and tricks (straight from the pros, of course), 
and if you ever wondered what went into making 
one of the most derided games on the planet, then 
a four-page feature that showed you "The Making of 
Shaq Fu" was everything you could ever need. 

August's Player's Poll winners would receive 
both a Super NES copy and a two-player ride-on 
arcade cabinet of Namco's Suzuka 8 Hours, while 
second place got the Super NES version and $48 
worth of quarters for "eight hours" of arcade time. 
Little changed in the top spots of the Top 20, except 
Super Metroid dethroned NBA Jam to become 
Number One. 

Finally, Pak Watch was largely an echo of the 
Play It Loud feature in July, headed by Donkey Kong 
Country, with a look inside a Play It Loud-themed 
Consumer Electronics Show. — DAVID 


NP-EXCLUSIVE ART 


One of the true joys of flipping back through 
old issues of Nintendo Power decades after 
their original release is getting to see and 
remember all of the unique, NP-exclusive art 
that was created to illustrate their features. 
As time went on through the magazine's 24- 
year run, the video game industry got better 
about having dedicated sets of official, 
approved PR assets for each new game on 
the horizon, so depictions of, say, new 
playable characters in Street Fighter sequels 
became fairly uniform no matter which outlet 
you turned to for preview content. As we see 
here, though, mid-1994 was still in the Wild 
West period when magazines just came up 
with whatever art they could! The Street 
Fighters all looked a little odd and off-model 
in NP 62's preview coverage of Super Street 
Fighter II — like this goofy Cammy, for one! 
What exactly is that facial expression? 


ISSUE #62: JULY 1994 


Y VOLUME 2 US. 5350 /CANADA S420 


NWTENDOREEE 


THE SOURCE FOR NEWS AND STRATEGIES STRAIGHT FROM THE PROS 


INTERVIEW 


THE MOLDENHAUERS 


NF: Walk us through а typical day at 
Studio MDHR! 

One of the joys of being a fully 
distributed studio is that there really 
isn’t a typical day at MDHR! Everyone 
works from a combination of home 
offices, co-work spaces and coffee 
shops — really anywhere they feel they 
can be most enriched and productive. 
This means that some of our team 
start their day by seeing their kids off 
to school, while others might build in 
the time to go for a run in the after- 
noon, for example. A big advantage of 
this remote setup is that it promotes 
the idea of a healthy work/life 
balance, and disincentivizes the idea 
of staying late at a physical office. 

With that said, we generally try to 
make sure we're available to one 
another during the morning and after- 
noon hours so that we can collaborate 
easily. At any given time, there might 
be ongoing art review for a new boss 
or enemy concept, a conversation 
about the right line weight to use for 
inking, a meeting between designers 
and engineers to go over the revisions 
to a set of attack patterns and a pro- 
duction meeting to make sure we're 
on track for an upcoming milestone. 
We use shared communication tools 
like Slack and Basecamp to make sure 
we're all on the same page, and сап 
always get on a call if need be. 

No matter what's happening, 
though, the nature of the work keeps 
us on our toes, and it’s no exaggera- 
tion to say that every day at MDHR is 
something different and exciting! 


Cuphead started as a shared dream 
between two brothers with no formal 
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experience in game development. 
Now he’s a multi-million selling, 
award-winning video game icon with 
his own toy line, Christmas sweaters 
and matching slippers. What was the 
turning point that transformed 
Studio MDHR from hobby projects to 
life’s pursuit? 

It might seem like revisionist 
history to say so, but the goal with 
Cuphead was genuinely only ever to 
make a game that we personally loved 
— one we could be proud of and would 
want to play ourselves if someone else 
had made it! We absolutely never 
expected the game to take off like it 
did. We didn’t even think about the 
possibilities of it doing as well as it 
has, and both Jared and | were fully 
prepared to go back to our regular day 
jobs after production. 

It was truly amazing to see that 
there are so many others who are as 
interested and passionate about 2D 
gaming and animation as we were. | 
think on some level, we knew the 
visuals were always going to stand out 
against the traditional realism of many 
modern games. But the question we 
always had was just how many people 
that would resonate with. To our 
surprise and joy, it turns out there is 
an enormous fanbase that appreciates 
this aesthetic and design very much. 
The fact that it has done so well is 
truly still unfathomable to us. 

This is something you probably 
hear from many other developers, but 
for us, the real turning point was when 
we knew we had made just enough 
money to continue making games. It’s 
hard to describe how wonderful that 
feeling was. The particular level of 


success we've been fortunate enough 
to have with Cuphead just means we 

get to keep making games for a very 

long time! 


What are some of the pros and cons 
of working in a family-run business? 

As much as it bucks conven- 
tional wisdom to say so, there are so 
many wonderful things about working 
with family. As a starting point, many 
of us know each other so well that 
we've developed a sort of communica- 
tion shorthand that allows us to 
discuss things quickly and anticipate 
each others’ reactions. 

On this note, we also don't have to 
dance around critical feedback 
(something that’s often a part of the 
development process), since we're so 
familiar with one another’s personali- 
ties and have complete trust that 
we're looking out for each other. This 
also applies to everyone on the team, 
who we think of as a big extended 
family full of talented, creative people. 

The one notable downside we run 
into regularly is that sometimes we 
just can’t shut off! If Chad and I go out 
ona date together, we inevitably end 
up talking about work for a good 
portion of that time. Jared recently 
flew into town to surprise Chad for his 
birthday, and work still somehow 
managed to be a big focus of the trip! 
Since we love what we do so deeply it 
isn’t the worst thing that could 
happen, but we definitely have to 
make a concentrated effort to turn off 
that "work" switch in our brains when 
we're around one another! 


Cuphead has warm, welcoming 


visuals and cutthroat, no-nonsense 
difficulty. What are the pros and cons 
of creating a game that balances that 
kind of aesthetic lightness with soul- 
crushing defeats? 

This is a great question! 
Looking back, | don't think Chad and I 
set about to create a game whose 
visuals and gameplay style contrasted. 
More than anything, we wanted to 
make something that captured our 
love for the things that were so forma- 
tive during our childhood together: 
classic arcade action titles of the '80s 
and '905, and iconic early Disney, Ub 
Iwerks and Fleischer Brothers 
cartoons. With that said, a happy 
byproduct of this contrast that we've 
noticed is that a lot of people who 
have never played a run-and-gun 
game before, or even retro games at 
all, will often tell us that Cuphead 
drew them in with its visuals and 
music alone, and won them over once 
they started playing! It's unbelievably 
flattering to think that for even a small 
percentage of our players, Cuphead 
might be the game that plays a part in 
cultivating their love of the things we 
grew up enjoying. 


People are still finding new secrets in 
Cuphead all the time, like the recent 
discovery that you can skip a particu- 
lar boss fight if you refuse to shoot at 
it. In a game where every frame of 
animation had to be drawn by hand, 
were you ever afraid that some of 
your work would never make it to 
your audience due to the way it was 
hidden in the game? 

Maybe Jared and l are a bit 
odd in this way, but we absolutely love 
the idea of hidden references, 
mechanics and homages unearthed by 
a small group of dedicated players. In 
the NES version of Punch-Out!!, for 
example, І remember hearing that 
there were some visual cues in the 
crowd that weren't discovered until 
almost 30 years after release... how 
exciting must it have been to make 
those discoveries, or be the developer 
who put them in to begin with?! 

With Cuphead, we went into the 
design and art process with the men- 
tality that we wanted the player to see 
a ton of delightful visuals no matter 
where they looked. But we also 
wanted to be deliberate about there 
being some things that not every 
player saw, to give a nuanced experi- 
ence to people who might decide to 
invest a lot of time in the game's 
world, or play multiple times. There 
are hidden homages and subtle nods 
to classic games and cartoons just 
littered throughout the Inkwell Isles, 


апа estimating generously, Jared and | 
feel like only 20% of them have been 
found. With the specificity of some of 
them, we’re confident some might 
remain in obscurity forever . . . and 
we're OK with that! We think there's a 
special sort of delight and joy in this 
kind of mystery. 

Interestingly, we've also found that 
the proliferation of Let's Plays and 
Reaction-style videos, as well as 
streaming, makes it easier than ever 
to enjoy just watching games. And 
we've heard from a lot of people who 
beat the game and initially felt like 
they saw "everything" that watching 
Cuphead gameplay videos has put a 
whole new spin on the experience for 
them. And to us, the idea that there is 
joy in just watching Cuphead, almost 
like one would watch a classic cartoon, 
is surreal and awesome. 


Not everyone who plays Cuphead for 
the first time knows that more than 
half the game is made up of boss 
fights. Tell us about that decision. 
We always wanted to see a 
boss rush game where every boss you 
played against felt like that all-power- 
ful "last boss" you might encounter in 
other games. So almost right from the 
beginning, we knew that Cuphead 
would be a game that was heavily 
focused on the triumph of fighting 
your way through (and eventually 
besting) huge boss characters. 

When our dream scope for Cuphead 
became clear, and we went "all-in" on 
the project, our reality came into 
focus: That is to say, we didn't know if 
we were ever going to have the oppor- 
tunity to make another game again. So 
acknowledging that, we aimed for a 
difficulty level that was in line with the 
era of retro games that we loved 
growing up. During development, we 
always thought about Cuphead as an 
arcade experience with some modern 
sensibilities. A classic-feeling game 
without some of the more frustrating 
classic trappings like Game Overs and 
permanent loss of character upgrades. 
The goal was always to make some- 
thing that felt like a fair yet daunting 
challenge! Ultimately, we aimed to hit 
that sweet spot on the difficulty 
learning curve where a player gets 
into a "flow state" zone found in titles 
like Tetris or games like pinball. It's at 
this point that you are no longer 
thinking of playing, but are simply 
reacting on an instinctual next level. I 
think boss fights were the perfect 
venue to explore this feeling. 

And of course, on the visual side, 
what better canvas than screen-filling 
bosses to allow us to explore the off- 


kilter aesthetic of 1930s cartoons? 


From the looks of it, Cuphead has 
already become a big hit on Switch. 
What's some of the most surprising 
feedback you've gotten from new 
players? 

We've been absolutely blown 
away by the warm reception and 
positive feedback from Nintendo 
Switch players. For Jared and I, the 
chance to bring Cuphead to a system 
made by a company we grew up so 
reverent of was really a dream come 
true. We've said it before, but without 
early Nintendo Classics like Contra on 
NES and Mega Man, it's very likely that 
Cuphead wouldn't exist. So perhaps 
the most gratifying response we've 
heard and seen so far has been the 
sentiment that playing the game has 
brought back memories for some 
players of their time playing classic 
NES and SNES titles with their siblings 
growing up. That's such a full-circle 
thing to hear, and truly an honor. As 
for something surprising? We've heard 
from a fair bit of players that the 
game is way easier than they had been 
warned about, which is not a senti- 
ment you hear often about Cuphead! 


After spending years working on 
your award-winning debut game, you 
could have chosen to do anything, 
and you chose to... make even more 
of it! What was the reasoning behind 
the choice to move immediately into 
making a DLC expansion? Aren't you 
exhausted? 

I've joked about this before, 
but after so many years spent taking 
Cuphead from passion project to full- 


fledged game, we really did think of 
these characters like children of sorts. 
Day in, day out, we were so steeped in 
the world of the Inkwell Isles that we 
developed a real and lasting affection 
for the adventures of Cuphead and 
Mugman. And like so many creators 
are with the things they make, we 
were full to bursting with ideas for 
more adventures these characters 
might go on, and more colorful friends 
and foes they might encounter. 

Inevitably, we weren't able to fit all 
of these ideas into Cuphead before its 
release, and despite the massive 
whirlwind of excitement and emotion 
during and after the game's launch, 
we would constantly find ourselves 
going back to discuss some of these 
dream concepts together — or coming 
up with new ones entirely! It became 
apparent to us that we weren't ready 
to part with this world and art style 
we had fallen in love with just yet, and 
felt we had more to offer before we 
moved on. Excitingly, we also feel like 
we've gained a lot of experience 
working together as a team and 
improving our craft, and we think 
some of the things you'll see in The 
Delicious Last Course will be even 
more ambitious than the things we put 
in the original Cuphead! 


What are some of the kinds of games 
you'd like to see the studio take on 
next? Any interest in publishing work 
from other creators? 

Right now, we are throwing all 
our team effort into working on The 
Delicious Last Course. It will add a 
brand-new playable island to the 
game, containing new bosses to fight, 


new weapons and charms to earn, and 
a new playable character — Ms. 
Chalice! Our goal is to ensure that it's 
the best possible addition to Cuphead, 
so it has our full attention right now. 
At the same time, we're always casting 
our eyes ahead to what comes next, 
creating proofs of concept so we can 
be ready when the time is right. 

One of the greatest joys of creating 
Cuphead has been getting to meet 
some of the amazingly talented inde- 
pendent teams and creators out there 
making wonderful things. And though 
the thought of getting to work with 
some of those teams is certainly 
exciting, publishing isn't something 
we're focused on in the near-term. 
Right now we want to pour ourselves 
into our own creations! I'd say publish- 
ing is something that falls in that 
"never say never" realm for us, but for 
the foreseeable future, we're still 
having too much fun cooking up our 
own ideas and bringing them to life! 


Do you have any advice for people 
who want to get into hand-drawn 
animation, game development or any 
of the other creative arts that went 
into producing Cuphead? 

If there's any universal truth 
about making games and art, it's that 
there are no universal truths about 
making games and art! With that said, 
there a few big things we learned 
along the way making Cuphead. 

First and foremost, the crucial 
importance of making sure that you're 
doing something you genuinely love 
and feel passionate about. Game pro- 
ductions in particular are long, uneven 
experiences filled with moments that 
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are both triumphant and dishearten- 
ing. One of the things that kept us 
going as we poured so many hours 
into Cuphead and encountered road- 
blocks along the way was the knowl- 
edge that we were making something 
we truly believed in. 

Something else that has been 
instrumental for us — on both the 
development and animation side — 
has been seeking out mentors and 
peer groups that are able to give us 
critical and honest feedback. Our first 
instinct during Cuphead’s early pro- 
duction was to go to close friends, but 
we would often get some variation of 
"This looks good!" when what we 
really needed was for someone to say 
"This area could use a lot more polish, 
and here’s why." Which isn’t to say 
having champions in your corner isn’t 
important in any creative endeavour, 
but rather that you want to balance 
that out with insight from peers in 
your field. 

And perhaps the most seemingly 
counterintuitive piece of advice | 
would give to anyone pursuing their 
first big artistic or games project 


would be: Please don’t do what we did. 


A lot of the narrative around Cuphead 
during its production was about how 
long the game was taking to make, 
and it’s well documented at this point 
the lengths we went to in order to get 
the project across the finish line. And 
while we were very fortunate that 
Cuphead resonated as strongly as it 
did with people, | would really 
suggest starting small and 

scoping a project that you know 
you can finish within a reason- 

able amount of time. 
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That will allow you to build knowledge 
and skills to take into your next 
project, iterate much faster on ideas, 
and do so without nearly as much risk! 


You've been juggling parenting 
duties on top of your work of making 
games for a while now. Any sugges- 
tions for kids and parents on healthy 
ways to integrate gaming and family 
life together? 

As parents of three, Studio 
MDHR's remote work structure is par- 
ticularly great for Chad and I, as it 
allows us to see and interact with our 
kids more than we would if we were 
commuting into a physical office. The 
same is true for a lot of the team — 
we're a very family-friendly company, 
and three other members of the team 
welcomed new babies into their lives 
in the past year alone. So this is a 
question I know a lot of us on the 
team will be facing in the years ahead! 

As proud members of the game 
industry, we know firsthand that there 
is such a rich and diverse set of play 
experiences out there, and the notion 
that gaming will "rot your brain" is 
definitely an outdated one. From 
problem-solving to perseverance to 
critical thinking, there are a wide 
array of skills you can learn from 
playing video games. 

And | would say to parents wary of 
your kids playing video games: Dive in 


with both feet! Critically examine the 
games they want to play to decide if 
you feel the content in them is appro- 
priate, and wherever possible, jump in 
with them to make game-playing a 
positive bonding experience filled with 
cooperation and shared joy. But also 
foster and encourage a love of a wide 
variety of activities and hobbies so 
that your kids know that gaming is one 
of many outlets for their creativity — 
everything in moderation! 


If you had an unlimited budget to 
create a game in any of Nintendo's 
franchises, what would you make 
and why? 

Such a tough one! At first 
thought, a Fire Emblem or Punch-Out!! 
series game with full 2D hand-drawn 
animation would look lovely. But once 
we're in "infinite budget" territory, | 
think Chad and І both would lean 
heavily toward The Legend of Zelda. 
As kids, the structure, ingenuity and 
sheer scope of titles like A Link to the 
Past absolutely blew our minds. Of 
course, that game stands tall as one of 
the best ever created, and the many 
titles subsequent are big reasons why 
we still love gaming today. 

To that end, the thought of a 
sprawling Zelda title brought to life in 
a doting 2D hand-animated style 


would be far too tempting to pass up. 
Think of all the expressiveness and life 
you could bring to the tribes, people 
and enemies of a universe that rich! 
And much like Cuphead, we would get 
to test our design mettle coming up 
with screen-filling bosses of an 
entirely different nature. Of course, 
backgrounds would be completely 
hand-painted with nothing re-used! 
The list just goes on and on. It would 
be an absolute dream come true. 

Although, with amazing announce- 
ments like Nintendo's upcoming 
remake of Link's Awakening (including 
what looked like a hand-animated 
intro!), we could easily see Nintendo 
themselves attempt something like 
this one day in the future. 


Finally, if you could have any super- 
power, what would it be and why? 

I think for me, it has to be the 
ability to control time — maybe turn 
back the clock and live a day over 
again if | wanted. Time is always on 
our minds in game development, and 
of course it's the one thing you just 
can't get back in life. The thought of 
being able to have as much of it as 
I wanted sounds wonderful. 
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After-School Matinee 


IMAGINE YOU'RE ATTENDING 
your high school reunion. Everyone is 
here, and you're having a wonderful 
time reconnecting with dear friends 
that you haven't seen in years. 

The only problem is, for some 
reason, the reunion is being held 
within a corn maze. If you actually 
want to talk to your friends, you'll 
have to navigate a lot of awkward 
switch puzzles first, then deal with a 
string of monsters that are waiting for 
you іп the bushes. 

Persona Q2: New Cinema Labyrinth 
is a distilled version of the typical 
Persona experience. These games 
balance high school friendship simula- 
tion with turn-based, role-playing 
dungeon crawling, and the result is 
always very compelling. Alas, the 
series has always been PlayStation 
exclusive .. . but there аге now two 
Persona Q games that have been 
released on the 3DS to give Nintendo 
fans a taste of the franchise. 

Taken in isolation, Q2 is a fairly 
standard role-playing game: Wander 
around, find loot, fight random 
encounters, manage inventories. This 
kind of gameplay has been done far 
better in other games, and unless 
you're a genuine dungeon-crawling 
enthusiast, you'll probably find all the 
backtracking in New Cinema Labyrinth 
to be more than a little tedious. 

This is softened somewhat by the 
beautiful presentation. Q2 is likely one 
of the final big releases for the 3DS (if 
not the outright last), and the tiny 
handheld is going out in style. A lot of 
effort has gone into porting the quirky 
design aesthetic from Persona 5 into 
this game, and the soundtrack is abso- 
lutely phenomenal, blending acid jazz 
with upbeat pop and mellow rap. 
There are few games on the 3DS that 
look and sound this good, even if the 
gameplay isn’t quite as fun as the pre- 
sentation might suggest. 

Where New Cinema Labyrinth really 
shines, though, is in its plot and char- 
acter interactions. You play as a group 
of high school heroes from across the 
history of the Persona series, all of 
whom are trapped in an otherworldly 
movie theater. In order to escape, 
you've got to enter into the movies 
that are being screened, and change 
the endings to fix social injustices 
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within their stories. 

Players who have experience with 
the Persona series will absolutely love 
interacting with the characters in the 
game. All the major figures from the 
past decade of Persona games are 
present, and playing this game feels 
like reconnecting with long-lost 
friends after many years apart. 

What's particularly fun is seeing 
various characters from different 
games interact; bonding over shared 
interests, or facing off against each 
other when they don't see eye to eye. 
It’s noteworthy that the best moments 
in Q2 are casual dialogue exchanges 
during the quiet moments between big 
battles. 

The game, like all Persona titles, is 
also rich in subtext that bubbles away 
under the surface. Persona stories are 
good at using fantastical plots to 
explore weighty themes such as grief, 
inequality and societal pressure, and 
Q2 is no exception. The game has a lot 
to say about the treatment of minori- 
ties in modern society, and the fact 
that it explores this message in part 
through a Jurassic Park parody simply 
adds to the charm. 

The big problem with the game is 
that it absolutely does not hold the 
player’s hand to calmly introduce its 
world, terminology and characters — 
this is not a game for casual newcom- 
ers who want to see what all the fuss 
is about. Aside from a very brief two- 
sentence introduction to each new 
character, no effort is made to actually 
explain the Personaverse. You'll sink 
or swim purely based on prior knowl- 
edge. 

At the barest minimum, players 
need to have played the first two 
thirds of Persona 5 to stand the slight- 
est chance of making sense of things. 
In order to get the most from the 
game, you'll need to have spent a 
combined 200 hours playing Personas 
3 and 4 as well. 

As rewarding as this game is for 
veterans of the series, going into Q2 
unprepared will likely feel like attend- 
ing someone else’s high school 
reunion. You won't know anybody, and 
you'll feel weird and out of place. 
Considering the Persona games' high 
school settings, it feels fitting that in 
order to have the most fun with 
Persona Q2, you need to do your 
homework first! — MATTHEW L. 
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Invest Your Time Е! 


FARMING OR BUILDING simulators 
offer a level of comfort almost no 
other subgenre can match. The idea of 
spending days, weeks, months or even 
years crafting your own project or 
entire world can be sublime — even if 
literally no one but you witnesses it. 
Whether that universe involves 
farming is irrelevant, as creation is a 
subtle beast and every simulator is 
different. While a lot of folks have 
gravitated toward Stardew Valley in 
recent years, other games have come 
in to attempt to lift the crown from its 
head, including My Time at Portia. The 
sad news is that, as far as the Switch 
port is concerned, it isn’t tall enough 
to even swipe at it. 

My Time at Portia can best be 
described as an easygoing adventure 
game focused around crafting, gather- 
ing and exploration. There are combat 
elements, a main hub town, quests 
and a light storyline to follow, but the 
rest is really up to you. In spite of all 
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this, my first reaction to My Time at 
Portia on Switch was "Why am I 
waiting this much?" — because whoa 
doggy, this game has some huge, huge 
load times. I'm talking over a minute 
apiece at the start, with up to 10 
seconds between opening doors 
(which you do often), and even longer 
between major transitions. Even 
menus took time to open (two to three 
seconds apart), which is a problem in 
а crafting-based adventure that relies 
so heavily on them. 

These issues spill out into the rest 
of the game to the point where it feels 
like a very early-going Early Access 
edition on Switch. Fundamental 
visuals are very dour and plain (most 
notably with the uneventful text 
boxes), and there's a massive amount 
of slowdown on nearly every portion 
of the map, which makes wandering 
around (a virtue, in theory) a chore. 
Walking into water doesn't result in a 
swimming animation (or even a quick 
"falling in the water" scene) — just a 
blank screen and a quick character 
location reset. The draw distance is 
also poor, only rendering a portion of 
the beautiful vistas at a time. 


sewhere 


Objectives are frequently unclear 
(which isn't inherently bad, as less is 
more in some cases), as are the uses 
of many items, some of which were 
put in for a single use in total. The 
map system is also a mess, which is 
mostly a problem because the world 
feels so disjointed, despite the fact 
that it's actually compact in reality. 
For instance, strangely, early-game 
mining involves using a jetpack to flail 
around a single claustrophobic 
location (it feels like this is mostly to 
excuse having to devise labyrinthine 
cavern designs). 

A lot of the ancillary actions in the 
game, outside of the aforementioned 
creation elements, lack impact. Skill 
trees are nominal and mostly involve 
stat-based increases. No touchscreen 
support hurts, especially when it 
comes to cluttered inventory manage- 
ment. There's also a lack of voice 
acting for the Switch version — even 
during cutscenes that clearly make it 
seem like it should be there — which 
lends even more credence to the Early 
Access comparison. 

Disjointed as it may be, My Time at 
Portia takes place in a wonderfully 


charming world. NPCs have a little 
more pep in their step than other 
similar games, and the location feels 
like something out of a Ghibli-fueled 
dream. As time goes on, a lot of the 
busywork and issues do kind of melt 
away. As these games tend to go, 
things get easier and thus less tedious, 
and you'll forge more and more of a 
connection with its digital community. 

Little touches like adding stat 
bonuses for cosmetic items in your 
house are a nice way to encourage 
min-maxers to join in on activities that 
wouldn't otherwise interest them. 
Conveniences such as trading key 
basic resources of wood and stone for 
а 1:1 conversion are great, and one of 
the many things you kind of come 
across on your own. Buying products 
is also simplified with cash registers, 
which are separate from individual 
vendor interactions, and it's nice that 
basic crafting component listings tell 
you where to find them, saving you a 
wiki click. There are a number of these 
types of concessions to make things 
less frustrating, basically. 

But while My Time at Portia has 
some great ideas, performance issues 
hold the Switch version back. І wanted 
to like it, but the constant freezing and 
glacier-pace loading didn't do it any 
favors. — CHRIS 
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REPORT CARD TIME! 
WHEN IT COMES TO 
PLAYING STRATEGY 
GAMES, WHAT GRADE 
WOULD YOU GIVE 
YOURSELF? 


REBECCA 
An I for Incomplete, 
because I never finished 
Final Fantasy Tactics 
Advance. 


BRETT 
For strategy games I get 
an Е for fantastic... 
failure. 


LINDSEY 
I can easily get an А+ in 
Final Fantasy Tactics ...as 
long as | can bring a 
Calculator to class! 


CHRIS 
I'd say an A after a few 
decades of practice! 
Classics like Tactics Ogre 
and Panzer General led to 
my love of hex-based 
strategy games outside of 
the realm of video games, 
too. Like Gloomhaven! 


MATTHEW T. 
Prior to a few years ago, 
it'd be a straight-up F due 
to lack of attendance. But 
thanks to boning up on the 
Virtual Console Advance 
Wars games and getting 
into the 3DS Fire 
Emblems, I’ve worked my 
way up to a B-! 
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A Different Kind of Dragon Ball Battle 


THE DRAGON BALL franchise is such 
an international powerhouse that it’s 
easy to forget how it took roughly a 
decade to reach the West. Still today, 
certain pieces of Dragon Ball media 
remain locked to Japan, awaiting the 
opportune moment to break out. Such 
is the case of Super Dragon Ball Heroes: 
World Mission, the latest in a line of 
trading card games born in Japanese 
arcades in 2010. 

Traditionally, Dragon Ball Heroes 
players buy packs of cards and 
assemble decks consisting of characters 
from every iteration of Dragon Ball — 
the original series, Z, GT, Super, movies, 
games and even spin-off manga like 
Neko Majin — alongside new characters 
and transformations. This home version 
tosses out the physical collection 
aspect in favor of a microtransaction- 
free Gacha system (thank Kami!) to 
access more than 1,100 cards. 

That massive card count highlights 
Heroes’ unabashed fanservice delivery. 
The story mode — young Dragon Ball 
fanatics live in a world where Dragon 
Ball is the most important pop culture 
brand, and they're granted Dragon Ball 
abilities to fight Dragon Ball villains 
once the Dragon Ball world merges with 
the real one - is such peak pandering 
that I'm surprised a Google Street View 
function to allow players to toss ki 
blasts in their actual neighborhoods 
doesn't exist! 

Battles are at most five-round, 
seven-on-seven affairs, with each round 
divided into three phases. During 
planning, you select which cards will 
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attack and which to move into the 
Support Area to recover stamina. Next, 
your active cards' strengths will be 
totaled, and whichever team has the 
highest Power Level goes first. Finally, 
the fight commences, but whether a 
defense succeeds or a special attack is 
launched depends on the outcome of 
the Charge Impact — a timed button 
press event that adds a reactive 
element, thereby allowing players in 
disadvantageous positions a chance to 
turn the tide. 

As in any card game worth its 
(paper) weight, the most important 
step is deck building. Study each card's 
status effects and special abilities, and 
experiment with different character 
pairings. Who can refill stamina auto- 
matically? Which duos can perform 
Fusion? Many of these effects are trig- 
gered during the planning phase by 
wiggling the Control Stick or drawing 
patterns on the touchscreen if played in 
Handheld Mode - an annoying holdover 
from the arcade version in which you 
physically manipulate the playing field 
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in an augmented reality environment. 

When it comes to teaching higher- 
level strategies, though, the game falls 
short. That may not matter much in 
Story Mode, but it becomes readily 
apparent during the far more exhaus- 
tive Arcade Mode. Then there are 
online battles — in my first match, | was 
stonewalled by Xeno Cell, who caps any 
attack damage to itself at 1,000 hit 
points during the first round, then 
transforms into a hideous kaiju called 
Cell X in the second! 

I imagine that Japanese players, 
seasoned by nine years of installments, 
can slide right into World Mission 
without worry, but Western players are 
more likely to be overwhelmed by the 
onslaught of content and seemingly 
random in-battle events. The poor pre- 
sentation — from stiff PS2-era character 
models more or less unchanged from 
the first Heroes to a complete lack of 
English voicework — also does little to 
sway those who desire greater specta- 
cle in their Dragon Ball fantasies. 

But if you crave 100-hour, card- 
based strategy games, hold onto your 
combat gi! - TONY 
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Indie Crossover Puzzle Fighter 


IF YOU CROSS the phonemes in 
"crisis" with "crystal," you get "chrysa- 
lis," the cocoon stage of a butterfly’s 
life cycle. That would have made for a 
perfect name for Crystal Crisis — if it 
weren't for the fact that butterflies аге 
harmless. In this game, the gems are 
anything but! It’s a puzzle title that 
thinks like a fighter, bringing nail- 
biting, cutthroat battle strategies to 
the usually peaceful genre. 

And it’s not the first to do so. Super 
Puzzle Fighter II Turbo, a 23-year-old 
Capcom arcade game, was the progen- 
itor of this particular brand of gem- 
cracking action. It was different from 
other puzzle games in many ways; the 
most significant of which came from 
how you cleared blocks from the play- 
field. Instead of just combining colors 
or making lines, you had to use rare, 


semi-randomly generated "crash" 
gems to crack open standard gems of 
the same color. This difference 
allowed you to form huge combination 
gems and/or gem combos in ways that 
weren't possible in other puzzlers. Тһе 
unique gameplay made for an instant 
hit, and over the years, many copycats 
— like the indie title Heroes Never 
Lose, Konami's Castlevania Puzzle: 
Encore of the Night and Capcom's own 
Puzzle Fighter mobile reboot. None of 
them managed to outdo the original, 
though. They either lacked the star 
power, the originality or the balance 
necessary to take the crown. 

That's where Crystal Crisis is differ- 
ent. It's a true successor to Super 
Puzzle Fighter II Turbo, doing more to 
evolve that game's signature formula 
than Capcom or anyone else ever has. 
By adding a screen-wrap feature, 


unique offensive and defensive meter- 
required super moves for each charac- 
ter and new Tag Team, Inline and 
Memory modes, the breadth and 
depth of the game spreads out in all 
directions. 

Capcom’s classic attracted atten- 
tion in arcades by framing its puzzle 
action with iconic characters like Ryu 
and Ken from the Street Fighter series, 
as well as letting mascots from Night 
Warriors and Darkstalkers cross over 
as well. Crystal Crisis goes further, 
crossing over characters from a dozen 
different sources! And every one — 
ranging from legendary anime icons 
like Astro Boy to heroes from other 
games that aren’t even announced yet, 
like the Belmont-esque Hunter — 
offers something totally different than 
the last. Some, like the vampire Akuji, 
have lousy drop attack patterns but 
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amazing super moves — so for them, 
it’s all about charging your meter as 
fast as you can, even if that means 
taking some bad hits in the process. 
Others, like Isaac, have super moves 
that are totally different depending on 
what level they're at, so it will take a 
fair amount of experimenting before 
you learn how to use them. Still others 
have super moves that do no damage 
at all, like Ninja (the rumored protago- 
nist of the next game by the creator of 
1001 Spikes), who can make his oppo- 
nents’ blocks turn completely grey for 
a brief period of time, or Elise, who 
can make her enemies’ pieces auto- 
spin for two to five blocks (depending 
on how much meter you use). Then 
there’s Zombie, complete with his 
Thriller dance and the ability to infect 
other characters with diseased blocks. 
Stack all these layers of character- 
specific idiosyncrasies on top of all the 
offensive and defensive strategies that 
come with being a Puzzle Fighter-like 
in the first place, and you have a leap 
in design sophistication that compares 
to when we first saw Street Fighter 
Alpha emerge from the mold of Street 
Fighter II. 

There are still some problems, 
though. The load times are shockingly 
long. It's unclear how to unlock a lot of 
the characters. The standard view of 
the playfield is angled in a confusing 
way and will need to be changed right 
away for most to avoid unneeded frus- 
tration. The characters' lips move life- 
lessly while talking. The story mode, 
which acts as sort of a semi-sequel to 
Cave Story, teases rewards for replay- 
ing with different characters, but 
never really delivers. None of these 
issues take away from the excellent 
character design, animation and 
gameplay, but they do block it from 
the perfect 10 it could have otherwise 
scored. — JONATHAN 
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AND...WE'RE BACK! 

I kicked off this review in our last 
issue, but left it unfinished and scored 
with only an "In Progress" rating since, 
at the time we had to finalize that 
edition, I'd only had about a week with 
this latest Labo kit. We'll pick back up 
where we left off and finish things 
now! But if you missed what l said in 
the first part of the review, well, let's 
review! 

My primary complaint focused on 
the fidelity of the images you see 
when using the Labo VR Goggles, as 
you have to press your eyes up into a 
plastic frame that sets the Nintendo 
Switch screen somewhere around two 
inches away from your face. Pair that 
with the fact that the Switch screen 
doesn't offer the highest resolution to 
begin with and you’re left with what is, 
in my experience, a fuzzy view of the 
action. It’s kind of like pressing your 
nose up against a screen door to take 
a look out into your backyard — the 
lines between pixels are right there, 
trying their best to make direct 
contact with your optic nerve. It’s not 
the greatest. 

What's more, something | didn’t 
notice before and so didn’t mention 
last time was the effect that prolonged 
use of the VR Goggles has — after I’ve 
played any of these VR games for 10 
or 15 minutes, my eyes begin to ache. 
feels like they’re getting burned out, 
and | have to pull back, take a break 
and refocus on things set a normal 
distance away in the real world to 
recalibrate myself. | could chalk that 
up to me getting older and the fact 
that | don’t have the greatest vision to 
begin with, but every game included in 
this kit is pretty heavy-handed about 
reminding you to take breaks to rest 
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ow to an All-New World 


your eyes — so Nintendo knows it’s an 
issue too, and they don’t want to be on 
the receiving end of complaints from 
customers who went overboard and 
ended up with some kind of perma- 
nent damage to their eyesight. 

That’s probably a little extreme, but 
still — take breaks. Don’t push it. 

My other complaint from last time 
was related: because of the effect this 
technology сап have оп а player’s 
vision, there’s an age restriction that 
advises it not be used by any kids 
under the age of 7. That's not really 
Nintendo’s fault, though. Just a reality 
of human anatomy and the speed with 
which eyes develop. 


Still, it’s a bummer that the first three 
kits in the Labo product line were all 
perfect for all ages, and then this one 
has to be held back from some of the 
brand’s biggest fans. 

Now! On to evaluating the games. 
My reservations and the need to pace 
myself and play them in chunks of just 
a few minutes at a time hasn't ruined 
the appeal of what is a wonderful, 
imaginative and truly immersive set of 
software experiences. Though the 
Labo VR window is fuzzy, looking 
through it does open up a whole new 
world to explore. 

Exploration being my favorite 
activity in gaming, that’s where we'll 
start: with the Labo Toy-Con Bird! 
Certainly the funniest-looking card- 
board creation out of the whole Labo 
line, the Bird gives you a pair of 

squeeze triggers to pull 
down on in order to tell 
the VR bird in the game 


to flap its wings. (Your face also gets 
inserted into the bird’s, uh, rear end 
...50, again, funny looking.) 

In the game world, then, you 
become a bird that’s soaring slowly 
and casually in the sky, flapping its 
way around to explore a fairly good- 
sized island. The island is full of food 
items - like apples, fish and turnips — 
to gather, which you do by simply 
flying close to them. They’re then 
automatically grabbed and held in an 
inventory for you until they’re needed. 
They’re needed when you later come 
across one of the two dozen eggs that 
are scattered around the map, as 
when you approach one of them, a 
little chick hatches and demands to be 
fed a specific kind of food. Fill their 
bellies and they'll instantly grow into 
adult birds, take to the sky and fly 
along with you as companions. Gather 
all the different birds and something 
surprising might happen! 

The Bird game is one of my favor- 
ites here thanks to its laid-back nature 
— it's most similar to last year's Labo 
Vehicle Kit through its lazy island 
exploration, but also brought me back 
to old-school Pilotwings feelings too. 
It's chill, relaxing fun, liking tubing on 
a lazy river. 

If you'd prefer your Bird to be a bit 
more flappy, though, there is a hectic 
racing game as a separate mode. VR 
seems best to me when it's taking life 
in the virtual world slower, so Bird 
Dash wasn't for me. But | appreciate 
the effort that went into it! 

Optionally, a second Toy-Con can 
supplement the Bird experience: the 
Wind Pedal! Adding it to the mix adds 
propellers to your bird's body and lets 
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you kick up wind gusts to give yourself 
an extra burst of speed. Even better is 
the physical sensation of using the 
Pedal — it literally sends a whoosh of 
air up at your face every time you 
push your foot down on it, and that 
really enhances the immersion when 
you're supposed to be feeling like 
you’re up in the sky, flying around. It 
can be a little awkward trying to keep 
your body aligned with the immobile 
Wind Pedal down on the floor, though, 
when your upper body is twisting and 
turning to direct your in-game gaze in 
different directions. 

The Wind Pedal by itself presents a 
un game starring a happy jumping 
frog. Stomping down on the Pedal is 
he only input, so it's a simple affair — 
but you have to time your froggy leaps 
o dodge incoming obstacles, bash 
soccer balls with headers before they 
bop your froggin' noggin and more. A 
cute diversion to check out a time or 
WO. 

You know, | just said a minute ago 
that the Bird was the funniest-looking 
Labo Toy-Con, but the Elephant ranks 
in at a very close second place. It turns 
your head into a cardboard pachy- 
derm complete with a double-hinged 
runk that you hold out in front of 
yourself to interact with 3D space. Its 
primary software is a 3D art studio 
that lets you "paint" in open air — the 
woolly mammoth in the screenshot on 
the previous page is an example of 
one such sculpture. See the individual 
squiggles forming the mammoth's 
wool? All made one brushstroke at a 
time as the artist guided their Joy-Con 
controllers carefully through the air in 
front of their mask-obscured face. 

I’m not much of a freewheeling 
painter or sculptor, but | recognize the 
novelty and ingenuity of this studio 
software — | just wish it went further. 
There’s no good way to share your cre- 
ations after you've poured time into 
them, meaning you're mostly just 
creating for your own benefit (or for 
anyone in the room with you that you 
can pass the Goggles off to fora 
moment to witness your work). | also 
worry about eyestrain more than 
before with this one — creating a truly 
complex sculpture could be rewarding, 
but it’s also likely to zap your corneas 
unless you take it really slowly and 
spread out the process over several 
days. 

More immediately fun? The marble- 
directing game that serves as the 
Elephant’s second attraction. Though 
it can be tough to get a handle on! 

Next up, the Toy-Con Camera. This 
one I'm disappointed by, as its games 
just don’t come anywhere close to 


ADDED VR SUPPORT! 


After letting Labo be kind of its own closed-off thing for its first year, 
Nintendo’s finally made direct connections with the rest of the family! 


SUPER MARIO ODYSSEY 


First up, Nintendo has patched Super Mario Odyssey to add a set of all- 
new mini-levels that are playable in VR! You slide the Switch into the 
Labo VR Goggles, snap two Joy-Cons on either side and hold the rig up 
to your eyes, then gaze inside to find your favorite mustached hero 
waiting for you. Mario’s task in these bite-sized new stages is tracking 
down missing musical instruments, then delivering them to musicians 
waiting patiently in the area. Once the band is all assembled, maybe 
something good will happen? You can also watch some cutscenes from 
the main game in VR-fueled 3D as well. It’s pretty snazzy! 


SUPER SMASH BROS. ULTIMATE 


Also newly patched to add VR support is the latest Smash sequel! 
Smash VR is a wild kind of Boundary Break-ish experience, as you can 
set up a match with all CPU fighters going against each other, but then 
you spend the duration of the battle just looking around at all kinds of 

oblique angles never allowed before. You can stare down into the abyss 
and watch fighters fall to their dooms, or zoom in until the warriors are 
slashing and punching right in your face. You can also play one-player 
matches against CPU opponents, but it’s tricky! Having to manage your 
viewpoint adds a layer of complexity not found in normal fights. 


THE LEGEND OF ZELDA: 
BREATH OF THE WILD 


Finally (and most fantastically), Nintendo has also patched the Day 1 
flagship release for Switch with support for Labo VR as well. And this 
time it’s not some small set of mini-challenges or a limited take on the 
full game . . . it's just the full game. The whole adventure. From the 
moment Link wakes up from his 100-year slumber to the moment the 
credits roll dozens of hours later, you can — if you want to — play the 
entirety of Breath of the Wild in VR mode. Now, | don't actually advise 
that you do that. If my eyes felt like they were on fire after just short 
play sessions with the Toy-Cons, I'd probably go blind trying to save 
Zelda like this. But it is a sight to behold, so fire up your old save file, 
hike up to your favorite vantage point and take a fresh look around! 


reaching its potential. You can only 
take photos in two environments 
recycled from older Labo kits — the 
Fishing Rod's ocean and the Toy-Con 
House, with its oddball alien occupant. 
Calling for a sequel to Pokémon Snap 
is so tiringly old at this point, but the 
Camera really needed a design like 
that to thrive — an on-rails safari-like 
experience in which you'd move along 
through an environment and get new 
views along the way. As it is, you're 
stuck in one spot, forced to photo- 
graph whatever fish happen to float 
by. Or Fluffball. (But Fluffball is cute.) 

Finally, the Labo VR Kit brings out 
the big guns with the Toy-Con Blaster. 
Now, having played around with this 
one quite a bit at this point, | under- 
stand why Nintendo decided to sell it 
alone with the Goggles in the Starter 
Kit — it's virtual reality Nintendo magic 
through and through. It actually does 
present an on-rails adventure like the 
Camera should have — you roll slowly 
through a city that's been infested 
with goofy bad guy alien bugs and you 
blast them in all directions, spinning 
around constantly, always on the move 
as you check each angle in a full 360 
degrees around yourself, then gaze up 
into the sky straight above you to 
make sure no one's trying to get the 
drop on you! It's frantic, fast and fun. 
It's the one mode that breaks me out 
of my comfort zone of preferring slow, 
patient VR and makes me feel like a 
first-person Contra commando! 

(I seriously must have looked like 
an insane person to any outside 
observer, sitting in a swiveling office 
chair in the middle of my living room, 
spinning in circles, firing at invisible 
enemies all around me with my face 
pressed up into the stock of a card- 
board gun. But І had a lot of fun!) 

A two-player riff on Hungry, Hungry 
Hippos is also part of the Blaster expe- 
rience, but it was a little too demand- 
ing of precision for my taste. 

Allin all, I'm amazed. I maintain my 
misgivings about the lacking visual 
clarity and potential for burning out 
your eyes, and the Camera in particu- 
lar missed the mark. But everything 
else about this Labo kit is phenomenal 
— if you play in moderation, you could 
be amazed too! - LUCAS 
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Silver Screen Success 


FIRST THINGS FIRST: This is a film best seen with 
kids. | watched the movie with my son lan and his 
friend, and it was made better seeing it through their 
eyes. Half the fun of a live-action Pokémon movie is 
seeing Pokémon interact with real people. For the 
target audience and the premise, I'm not entirely sold 
on whether a good plot was even necessary — espe- 
Cially not one as convoluted as the one the writers 
landed on. The story employs several typical plot fall- 
backs, like amnesia, shady corporations and man's 
pursuit of immortality, but І question if most kids 
really understand any of that . . . or even if | under- 
stood it all! 

Justice Smith, playing Tim Goodman, has good 
chemistry with his on-screen CG co-star, and Ryan 
Reynolds minimizes his very adult humor for the role 
— for the most part. A few zingers are meant to fly 
over the heads of the kids to hit the adults. So many 
movies try to appeal to all audiences, and this one 
just seems like an odd choice for that attempt. Even 
veteran and grown fans of the brand understand the 
innocence of the series, so why try to make it grittier 
at the expense of the source material? 

The backstories of the characters are complicated 
but interesting, and unfold in a manner that holds 
your attention. The mystery Tim is trying to solve is 
the death of his father, a detective he's had very little 
to do with until now. In Ryme City, where he worked, 
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Pokémon live side by side with humans, and nearly 
every person is partnered with a Pokémon. Tim's Dad 
supposedly died in a car wreck, but he had a partner, 
a Pikachu, who managed to survive. And not just any 
Pikachu! A talking one — but Tim is the only one who 
can hear him speak, which leads to great scenes with 
Tim talking to Pikachu in public. The audience doesn't 
have a lot of time to deal with the gravity of the situa- 
tion, as we're immediately thrown into an action 
sequence involving Aipom and a gas that makes 
Pokémon berserk. The heroes end up tracking the "R" 
gas to an underground Pokémon fighting arena that 
led to my son's favorite part of the film. The cage 
fight is a great mid-movie action sequence, and the 
conclusion is both exciting and hilarious. 

Eventually Tim and Pikachu need help, and they 
seek out a journalist — Lucy Stevens, played by 
Kathryn Newton - for some further investigating. | 
enjoyed this character much less, as she really 
seemed to only be shoehorned in for awkward 
dialogue between forced love interests and a reason 
for another Pokémon to join the fray. Then we also 
got inklings of how the city is run, as the founder of 
Ryme City, Howard Clifford (played by the brilliant Bill 
Nighy), has a son Roger (Chris Geere) who runs the 
only media outlet in town. Nothing could go wrong! 

Following the trail of the R leads Tim and Lucy to 
the lab where it was created. This is where the plot, 


for me, went off the rails a bit. Essentially experi- 
menting on Mewtwo leads to the rest of the "science" 
that the movie relies on for its many twists, and ulti- 
mately the big reveal. While I'm not going to spoil 
anything major, there is a scene where gigantic 
Torterras wake up and create great peril for our 
heroes. Not only was the scene relying too heavily on 
CG to really understand much of what was going on 
or where are heroes were in relation to the titans, but 
it also presented a major problem for me. How was 
this not now the most pressing thing? Huge hulking 
mobile land masses that could crush cities in a few 
steps?! The movie never mentions them again. 

While the humans get the plot moving, it's always 
the Pokémon that take center stage. The movie does 
a decent job of keeping viewers guessing who the bad 
guy is and the solution to the mystery is satisfying. 
My son enjoyed it mostly due to the spectacle of 
seeing his favorite characters in a realistic setting, 
but admits that the plot was a bit beyond him at age 
9. | told him it was a bit much at my age too, but that 
I had a good time with him regardless! — BRETT 
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places like the sequences when you'll take direct 
control of Byleth and be able to explore some areas 
іп 3D, as Alm and Celica did in Echoes. And | wouldn't 
be surprised if the next Switch sequel were another 
"Echoes," remaking a different old FE! — LUCAS 


COMMUNITY 


RAPID-FIRE ROLE-PLAYING 


How the annual RPG Limit Break breaks massive RPGs apart. 


IF YOU WANT to see everything there is to see in 
a game like Fire Emblem: Three Houses, you'd 
better be prepared to put in a lot of time! We're 
talking 60, 80, maybe even 100 hours or more 
when you factor in the multiple complete play- 
throughs that would be required for a true 10096 
completion. 

But what if your goal was exactly the opposite? 
What if you didn't care about meeting every char- 
acter and discovering every treasure along the way, 
but rather just wanted to challenge yourself to get 
to the end credits as fast as you possibly could, by 
any means necessary? That's when we're talking 
about speedrunning once again, friends, and the 
most dedicated runners in the world are those who 
take on games like Fire Emblem: epic, lengthy RPG 
adventures that are meant to dominate your life for 
days, weeks or months at a time. But these pros 
dash through them in mere hours! 

How do they do it? We sat down with puwexil of 
the annual RPG Limit Break charity stream to find 
out! 


NF: First up, for our readers who don't know you 
yet, can you introduce yourself? 

I'm Adam, better known online as 
puwexil — I live in Iowa in the United States and 
work in Information Technology by day. I’ve been 
an active speedrunner since 2010 and am probably 
best known for running SNES-era JRPGs like Chrono 
Trigger and Final Fantasy VI. 


And a second introduction: What is RPG Limit 
Break, for those who haven't heard of it yet? 
RPG Limit Break is an annual charity event, very 
similar in format to Awesome/Summer Games 
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Done Quick, only focused entirely on role-playing 
video games. For 24 hours a day over the course of 
a week, we broadcast live speedruns of around 50 
total RPGs, ranging from Japanese RPGs like the 
Final Fantasy and Pokémon series to Western RPGs 
like The Elder Scrolls and Dungeons & Dragons- 
based games. Many of these runs feature opportu- 
nities for in-game donation incentives (such as 
naming characters within the game or adding addi- 
tional content like sidequests and superboss fights) 
and eligibility for prize drawings. АП RPG Limit 
Break events to date have been held in Salt Lake 
City, Utah and benefitted the National Alliance on 
Mental Illness (NAMI) — over $600,000 has been 
raised across the five annual events we've held 
since starting in 2015. 


What motivated you to start RPG Limit Break, 
setting RPGs apart as a specific genre to be spot- 
lighted for its own speedrunning event? Why not 
an "all shoot-'em-ups" or a "nothing but rhythm 
games" event? 

Many RPG speedruns have a difficult time getting 
into broader-focused speedrunning community 
marathons like Games Done Quick and European 
Speedrunner Assembly, due to their length. Having 
a week-long marathon totally focused on RPGs 
(around 150 hours total, as opposed to the 10 to 15 
hours a typical GDQ event is able to give to a 
specific genre of games) not only allows for 
runners of lesser-known RPGs to get a chance to 
show off their hard work on a big stage (and raise 
money for charity in the process), but also let 
longer speedrun categories of games be seen as 
well (such as completing all of the quests in a 
game, instead of skipping directly to the endgame). 


What are some of the unique challenges that 
speedrunners face when taking on RPGs versus 
games in other genres? The sheer length of them 
that you mentioned has to be the primary, major 
obstacle, right? These aren't games like Super 
Mario Bros. that can be dashed through in five 
minutes or so. 

The length of many RPGs definitely poses some 
challenges, such as finding the free time to do full 
run attempts, staying alert and focused through 
slower-paced parts of the game and taking food 
and bathroom breaks. Planning out an RPG 
speedrun also tends to be a pretty intricate process 
compared to a platformer game like Super Mario 
Bros., due to how many different options there are 
with stuff like fighting battles for XP/money versus 
avoiding them to save time, which treasures to pick 
up, which characters to use, which sidequests to 
do, etc. 


What's the longest game you've ever taken on as 
a speedrun personally? 

The longest game I've personally run is Final 
Fantasy IX for the PlayStation, which is a nine- to 
10-hour run. 


A full run that can still take 10 hours to get 
through? And that's after working at it again and 
again to get the time down! How do you even 
practice for some of these games that last 60+ 
hours for normal, casual playthroughs? It boggles 
my mind. 

Again, for something Super Mario Bros. | can 
understand: It might end up being tedious, but 
resetting runs to start over from the beginning 
would only lose a few minutes each time. Do you 
really get multiple hours deep into a long RPG 
and hit reset if you encounter bad luck? 

Many RPGs speedrunners (myself included) build a 
library of practice save files for their games, in 
order to practice specific dungeons/battles/equip 
menus/etc. when we don't have time for full run 


attempts. As for resetting, that depends entirely оп 
the runner’s personal preferences. Some runners 
who are focused on achieving a top-tier time at 
their game will reset or otherwise stop if their run 
starts going badly enough that the goal time is no 
longer possible. Other runners (especially those 
who only have the free time to do runs once a week 
or so, or who are preparing for a run at RPG Limit 
Break or another similar event) will generally finish 
every run they start, if for no other reason than to 
get practice at the full game. 


Even though it’s "RPG" Limit Break, the RPG 
genre is itself a big umbrella that covers a whole 
lot of different subgenres and gameplay styles. 
We've got Fire Emblem: Three Houses on the 
cover of this issue, for example — how would you 
tackle a grid-based battling strategy RPG like 
that versus something like, say, Paper Mario, a 
character platformer RPG with turn-based 
battles? (Both from the same developer, even!) 
A pretty common strategy used for routing RPG 
speedruns is to "route backwards," meaning to 
start by figuring out what’s needed to beat the final 
boss (as far as levels, equipment, abilities, etc.), 
then go backwards from there — planning out how 
to get those needed resources as quickly as 
possible, then repeating that process for other dif- 
ficult bosses/dungeons/missions. 

Beyond that and some other very general pro- 
cesses, different flavors of RPGs will often take dif- 
ferent approaches: A grid-based tactical RPG like a 
Fire Emblem or Shining Force game will often have 
a focus on unit positioning (such as to set up Area 
of Effect attacks on groups of enemy units), 
whereas an RPG with heavy action elements like a 
Mario RPG or Kingdom Hearts game will prioritize 
learning enemy attack patterns and how to dodge 
them effectively. 


You mentioned that RPG Limit Break raises 
money each year in support of NAMI. Can you tell 
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us what NAMI is all about, and why you choose to 
support them? 

The National Alliance on Mental Illness (NAMI) is 
the United States’ largest grassroots mental health 
organization dedicated to building better lives for 
the millions of Americans affected by mental 
illness, based around four pillars of support, educa- 
tion, advocacy and research. When we started RPG 
Limit Break about five and a half years ago, we 
held a forum discussion to look at multiple charita- 
ble causes and see what the RPG speedrun commu- 
nity wanted to support. The cause of mental health 
garnered a lot of community support (a lot us have 
either had personal experiences with mental illness 
or known family/friends who had), so we decided to 
have our event support NAMI. 


The most recent RPG Limit Break event just 
wrapped up this past May 11. How did the week 
turn out, and which runs should our readers pri- 
oritize going to watch on the YouTube channel if 
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they missed seeing them live on Twitch? 

This year’s event was definitely our most successful 
to date, raising over $200,000 for NAMI, and 
bringing our total across all five RPG Limit Breaks 
to over $600,000! The VODs can be found on 
YouTube at YouTube.com/RPGLimitBreak. 

Fans of pretty much any genre/franchise of 
RPGs should be able to find something they'll like 
in the playlist. Some examples include Chrono 
Trigger and Phantasy Star IV for classic JRPGs, 
Kingdom Hearts and Paper Mario for action RPGs, 
Fire Emblem and Final Fantasy Tactics for tactical/ 
strategy RPGs, Planescape Torment and Shadowrun 
for games based on Dungeons & Dragons and other 
pen & paper RPGs and Robotrek and Super Hydlide 
for RPGs with an intentionally goofy/offbeat flavor. 


Finally, what’s next for RPG Limit Break? Will we 
see arun of Fire Emblem: Three Houses next 
time? Maybe Pokémon Sword & Shield? 

Any RPG could be seen in the next RPG Limit Break 
if someone prepares and submits a speedrun of it, 
and our games committee feels it'll be a good fit 
for the event (submissions generally occur in 
January, via our website RPGLimitBreak.com, and 
are open to anyone). We'd definitely love to see 
submissions of the latest Fire Emblem/Pokemon 
games and many others next year! 

In addition, during the "off-season" between 
RPG Limit Break charity marathons, we host a wide 
variety of RPG speedrun community marathons/ 
races/tournaments (such as the Final Fantasy 
Relay, where two or three teams of people from 
around the world race through 10 or more Final 
Fantasy games back to back) on our Twitch channel 
Twitch.tv/RPGLimitBreak, so give that channel a 


follow for year-round content! N= 


RPGLimitBreak.com 
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JUST LIKE MAMA USED TO MAKE 


The delicacies of Eagleland can now be yours, thanks to Mother’s Cookbook! 


IF YOU'VE BEEN a regular Nintendo Force reader, 
you'll know two things: A lot of our staff members 
are foodies, and a lot of our staff members are 
huge EarthBound fans. And some of us... are 
both! That was what attracted us to Mother’s 
Cookbook, a collection of EarthBound- and Mother 
3-inspired recipes that will take you on a culinary 
journey from Onett to New Pork City. Even the 
cover has a tribute to the strategy guide that was a 
pack-in with the original EarthBound on the Super 
Nintendo: "The complete cooking guide — straight 
from the pros in the kitchen!" 

A Kickstarter campaign for Mother's Cookbook 
kicked off in mid-December 2017, and backers 
managed to hit all eight of the stretch goals in less 
than a month, which included an art gallery, a 
couple pages of EarthBound-inspired libations for 
fans over 21, recipes inspired by Mother 3 and a 


behind-the-scenes documentary on the making of 
the cookbook. A few select backers even got to 
have their own favorite family recipes included in a 
special section at the back of the book! The finished 
cookbook was finally released this past March, and 
is now available in PDF, softcover and hardcover 
formats at Fangamer. 

Mother's Cookbook is stuffed with easy-to-follow 
recipes for food that either has appeared in or is 
directly inspired by the Mother series. Want to 
make Ness' favorite Steak in an herb butter sauce? 
How about a nice healthy serving of Pasta di 
Summers, flavored with nicoise olives, canned tuna 
and juicy grape tomatoes? Or chill out with some 
tie-dye-swirled New Age Retro Hummus? There are 
also recipes for all sorts of burgers (including an 
"inside out" Mani Mani Regrub with two patties 
sandwiching cheese), the crust for your own Mach 


Pizza and the trademark favorite foods of the Mr. 
Saturns (Peanut Cheese Bars) and Tendas 
(Tendakraut). You can even make Moonside- 
inspired blacklight-reactive cheesecake swirl 
brownies! (What's the secret? You'll just have to 
find out!) 

Written from the point of view of Ness' Mom, the 
recipes in Mother's Cookbook are categorized into 
five PSI-levels depending on their complexity, from 
the Alpha-level Lucky Sandwich to the Mu-level, 
Dalaam-inspired Pink Cloud Cotton Candy. Some of 
the more common components to a more complex 
recipe (like pie crusts or white sauce) get a dedi- 
cated section in the front of the book — the "Helpful 
Hand-Aid" — along with tips on proper knife usage 
and the utensils you'll be encountering on your 
culinary adventure. Each of the main recipes gets a 
two-page spread, with a scrapbook-style layout 


RECIPE EXAMPLE #1 
PEANUT CHEESE BARS 


IF YOU LOVE cheesecake, | would highly recommend making 
Saturn Valley’s favorite Peanut Cheese Bars. (You want to bake me 
things at me, boing?) They're a sweet treat that’s great with a cup of 
coffee while you watch the plot recap slowly scrolling upward. 
Mother's Cookbook's recipe consists of three layers of deliciousness: 
a peanut butter cookie crust, a middle layer of tangy baked cheese- 
cake and a top layer of bittersweet chocolate ganache. | decided to 
sprinkle some crushed roasted peanuts over the top as a final 
touch. The end result was like eating a cheesecake-flavored Reese’s 
Cup, and they were a huge hit with my family and friends at my 
Memorial Day Weekend barbecue! If there’s one thing | would’ve 
liked to see in the recipe instructions, though, it would have been а 
description of what the cheesecake layer should look like after 
baking — mine was still a little creamy in spots, but it didn't affect 
the finished product. — REBECCA 


RECIPE EXAMPLE #2 
LIER X. AGERATE’S GARLIC BREAD 


THERE WERE A lot of great recipes to choose from in Mother's 
Cookbook, but given my Italian background, | immediately 
gravitated toward the garlic bread, which was "created" by the 
character Lier X. Agerate from EarthBound. Not only were the 
instructions easy to follow, but the recipe ended up resulting in one 
of the best homemade garlic breads this amateur chef has eaten to 
date! It was full of flavor without going overboard, and the only 
minor substitutions | made were vegan butter/parmesan, which 
were a snap. The little details are where Mother’s Cookbook shines. 
Nearly every recipe has a little doodle next to it, and the "[cooking] 
level" as well as the "HP Restored" sections are a nice touch. | also 
appreciate that the ingredients are nicely tucked away in the corner 
of each recipe, as opposed to being spread across multiple pages 
like other cookbooks (partly because several recipes refer you toa 
few mainstays, but the point still stands). - CHRIS 


that features all sorts of cute art апа artifacts. 
There’s even a page that's a shout-out to our friend 
and colleague Clyde "Tomato" Mandelin, his work 
documenting the localization changes between 
Mother 2 and EarthBound and the effect it had on 
Ness’ culinary world. (I admit, | was a little disap- 
pointed to not see a recipe for Strawberry Tofu, but 
what can you do?) 

The culinary mastermind behind the recipes 
(and the gorgeous food photos) is Bryan Connor, a 
professional chef who posts video game-inspired 
recipes to his blog at and is the 
co-owner of Bard & Baker, a board game café in 
Troy, New York. He's been a huge EarthBound fan 
ever since its first appearance in Nintendo Power. 

"| played through the game constantly and 
would even bring the Player’s Guide with me to 
read on family road trips," he said. While Bryan’s 
original college major was chemistry, his blossom- 
ing love of cooking led him to change his focus to 
culinary arts. Main writer Hillary Froemel and 
writer/editor Casey Corrigan have also been huge 
fans of EarthBound and its quirky humor since 
childhood, and some of Hillary’s inspiration for the 
cookbook stems from baking with her Mom as a 
child. "Her food always made people happy, and I 
wanted to do that, too," she said. 

Out of all of Mother's Cookbook's recipes, Bryan 
recommends the Peanut Cheese Bars. "It was the 
first food item in EarthBound that really made my 
younger self wonder what it would taste like in real 
life," he said. His runner-up is the Jar of Delisauce: 
"Easy and delicious? What's not to love?" Hillary's 
recommendation was Lier X. Agerate's Garlic 
Bread, with its "life-changing" roasted garlic cloves. 
(Coincidentally, they’re the two recipes that Chris 
and | chose to make for this article - and we 
wholeheartedly agree with their recommenda- 
tions!) 

The hardest recipe to bring from the 16-bit 
world to the real world was Piggy Jelly — in 
Mother’s Cookbook, it’s a savory ham and hard- 
boiled egg gelatin mold that looks like it came 
straight from a 1970s recipe collection. It took 
several tries before Bryan finally settled on the 
final product. "I would often stream recipe tests on 
Twitch," Bryan said, "and the ones for Piggy Jelly 
were definitely my strangest, funniest and most 
heartrending streams." There were a few foods that 
didn't make the cut, like Dr. Andonuts' Doughnuts. 
"PSI Caramel was also on the list," Bryan said, "but 
it proved too difficult to make unique enough . . . 
so | had to scrap it." 

Many of the Mother's Cookbook team members 
will be lending their talents to other awesome 
projects in the near future. One of them is The 
Legend's Cookbook, a collaboration with YouTube 


chef Peter "Pwnapplez" Abreu that will 

feature cuisine based on The Legend of Zelda: 
Breath of the Wild, with an emphasis on naturally 
derived ingredients and rustic cooking techniques. 
"We've got lots of other non-culinary stuff coming 
up too," Casey said, including the 2020 edition of 
Batter's Almanac, a Mother fanart wall calendar. 
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As for dream projects, Bryan is 
hoping to bring the Strange Bun of Stardew Valley 
to life, while Hillary wants to work on а Kirby- 
themed cookbook. "I think that would be really cute 
and fun," she said. | agree! — REBECCA 
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THE INTERNATIONAL INSTRUCTOR 


Tony has returned to the States after his tenure as a teacher in Japan. 


“GOOOOOD MORNING, EVERYONE! HOW... 
аге you? HOW’S... the weather? WHAT... day is 
it? WHAT’S ... the date today? WHAT... time is it 
nowe" 

Such was my classroom routine for the better 
part of three years — a basic English warm-up 
exercise with basic English responses, though | 
always urged a little more out of my students. We 
only got to spend 45 minutes together each week, 
so you best believe | squeezed as much out of those 
shy souls as my limbs and vocal cords would allow! 

Hi! Tony Sensei here! Remember? I'm the guy 
who kissed the States goodbye back in March 2016 
to accept a position as an assistant language 
teacher (ALT) in Japan. During my stint abroad, | 
ate and traveled plenty, sharing tales of my adven- 
tures in this very magazine. However, while I’ve 
relayed accounts of my trips to Tokyo Game Show 
and Kyoto and everything | did in between, I’ve 
never gone into detail about the job that got me 
through the door. 

About four years ago, my father — who I’ve pre- 
viously mentioned was once a pro baseball player 
in Japan — had been invited to Yokohama for a 
special alumni event. He invited my brother and | 
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along for the trip, which became my first return 
visit since | was five. The experience reignited a 
dormant dream to live and work in Japan, and | 
longed to finally transform "someday" into "today." 

| figured my best shot at a work visa would be 
through an English teaching company, so І applied 
with an outfit called Interac. A few weeks and one 
sample lesson presentation later, | received the 
order to carry my butt across the Pacific come 
springtime. My destination: Matsue, capital of 
Shimane prefecture, the second least-populated 
prefecture in all of Japan. Few people's first 
location pick, sure, but I quickly fell in love with the 
city's quiet, laid-back charms. 

I was assigned a single junior high school during 
my first year, then a different junior high plus three 
elementary schools for the subsequent two. То 
cover as much ground as possible, | would only 
attend a given classroom once a week — sometimes 
even less often. Since junior high students have 
English daily, my role would be to shadow the 
primary teachers' set lesson plans. In contrast, 
earlier grades only had English whenever I was 
present, thereby granting me more freedom to 
conduct their lessons as | saw fit. 
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1 ought to clarify that, aside from demonstrated 
proficiency in the English language, an education 
degree is not a prerequisite for becoming an ALT — 
my own background includes two and a half years 
as a math tutor, and that's it. We were granted a 
mere week of orientation training prior to the start 
of our contracts, leaving us to master improvisa- 
tional public speaking, intercultural ambassador- 
ship and the art of child care through trial by fire. 
Plus, these kids barely understood the words 
coming out of my mouth! But here I stand, having 
weathered those rough waters and returned victo- 
rious! 

What made the journey especially fulfilling was 
discovering how different life in a Japanese public 
school is compared to ours. Though students are 
encouraged to be mindful of their peers and 
authority so that the group will benefit, some, in 
rebellion against the rigidity of Japanese adult 
society, will disrupt lessons, walk about the room or 
pretend to sleep at their desks with few (if any) 
repercussions! Yet despite the behavior of a trou- 
blesome few, their camaraderie is beyond anything 
you'll find in the States — they plate up and serve 
lunches together, clean the classrooms and 
hallways together and go on overnight school trips 
to historical locales together, with nearly always 
the same composition of classmates every single 
year. | can't help but feel sad that American 
children don't get to experience that same unity in 
their own school lives. 

I may have been hired as a teacher, but | was as 
much a student as they were. I couldn't hope to 
cram all the lessons I learned onto a single page! 
Perhaps I should write a book... — TONY 
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BY MATTHEW LOFFHAGEN 
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It’s the newest playable character іп Smash! 


Awarrior so recognized, so renowned the % HYRULE: 
world over that he needs no name - he is, ki CRYPT OF THE 
simply, The Hero! Ага... uh, well... who X NECRODANCER 
exactly is he, again? 3 FEATURING THE 
There's certainly been a bit of inequality m ,EGEND OF ZELDA 
in hype levels regarding this guy, as fans in OR wy 
Japan are crying tears of joy at his inclusion in Ж f | ZAM SONIC 
the Super Smash roster, while players in the West 4 | RACING 
reacted to his reveal with a collective “Huh?”. So, ami 
in our next issue of NF Magazine, we're going to E! 
shed alittle light on The pene Welltackie { | | CRASH TEAM 
the topic of why the Dragon Quest sertes has 2 | RACING: 
struggled to gain real traction outside of Japan, | NITRO-FUELED 
reviewing the history of the brand in the West. 
Then well bring you our review of Dragon 
Quest Builders > our final preview of Deer D R y MA R | O 
Quest XI S and maybe even put this Hero WO R L D 
here through his paces in a few 
Smash battles, too! (Plus all our A N D м () е H 
regular non-DQ content as well. 
We haven't been totally Slimed!) M O R E : 
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FOUR BROTHERS: ONE HOUSE 


BE WARNED, PEOPLE of Earth: The Super Thomas Brothers are truly a force to be reckoned with, now with another new recruit! Yes, the 
roster of fighters іп the Thomas household has expanded once again. (Though I'm told there may be no further DLC beyond this point.) Please 
join us in welcoming to the world the newest and youngest member of the Nintendo Force, Colson Lee Thomas! He made his debut just before 
Father's Day, quadrupling my duties as Dad and ensuring that my wife Mary will never be challenged for any usage of #BoyMom. She is totally, 
absolutely outnumbered — but she wouldn't have it any other way! 


The big boys are thrilled with their new little brother, and іп the context of Nintendo gaming, | have to say I'm beyond excited as well — it’s 
going to be another few years before all four are old enough to play video games together, but just knowing that such multiplayer memories 
are on the horizon for them is incredible. How many Mario Party parties will they enjoy together? How many Smash Bros. matches? How many 
Mario Kart races and Pokémon battles? | treasured my times playing games with my own brothers growing up, and now | get a front-row seat 
to watch the next generation build those same bonds together. What a blessing! 


Gamer life update for each of them: Carter, our oldest, is a full-blown Mario maniac now. He’s played through Odyssey and Mario + Rabbids: 
Kingdom Battle countless times (and even had me send his sequel requests straight to Davide Soliani; if we get Wario and Waluigi in Kingdom 
Battle 2, Carter gets the credit). Calvin has become a Pokémon master! At just 5 years old, he confidently cruises through Let’s Go, Pikachu! and 
Let’s Go, Eevee!, bouncing back and forth between save files and gleefully naming almost every monster he catches "DADDY." He gets a kick out 
of DADDY being in battles: "DADDY used Headbutt! DADDY fainted!" | am, of course, honored. Cooper, just past the age of 1, isn’t yet involved 
in gaming beyond occasionally watching his big brothers, but he does love to grab extra controllers lying around near the TV to try to mess up 
whatever’s happening on the big screen. And little Colson? He’s so little that he can’t object to Daddy’s choices of outfits and toys for him, so 
I've been pushing a TMNT agenda on him already. He's the youngest of four brothers, after all — just like Michelangelo! 


Here's to an all-new chapter! (Please pray that Mary and І get some sleep. Mainly Mary. She's a super Mom-Mom!) — LUCAS 
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